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: E^kif The silent assassin mill emerge from the shadauis by the 
light nf his Uzi. Bodies mill drop like lotus hlossoms. Spent cartridges mill fall like ripe cherries 
from the tree. Flesh mill return tn nothingness. The Vin nf Death and the Vang nf Life balanced in 
the hands of one sick ninja puppy. Dleditate. Annihilate, meditate, mutilate, meditate. Detonate. 
Shadom Ularrior. \ 
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Quick and agile, this V8-powered 


behemoth can conquer any terrain. 

Land Rover" 
Defender 90 


Well balanced off-road ability and on-road 
handling keep the Jeep in every race. 

Chevrolet 
K1500 Z71" 


import can negotiate the tightest Extraordinarily powerful and surprisingly 

spots due to its compact stature. controllabie-a true off-road monster! 







Conquer The World’s 
Most Wicked Terrain! 


ro order direct call: 1-800-245-7744 


V j~‘j "J'"- J - 

www.accolade.corn 


Test Drive Is a trademark of Accolade, Inc. 9 1996 Accolade, Inc. 
All rights reserved. Developed by Bite Systems. The Land Rover 
name and logo are trademarks of Rover Group Limited used 
under license. Hummer and Kumvee are the registered trade- 
marks of A.M. General Corporation. JEEP and Jeep grille design 
are registered trademarks of Chrysler Corporation, U.S.A. and 
are used under license. OCHRYSLER CORPORATION 1996, 
Chevrolet K-1S00 Z71 and Body Design are trademarks of 
Chevrolet Motor Division, General Motors Corporation, used 
under license by Accolade, Inc. The Need For Speed is a trade- 
mark of Electronic Arts. 


! tracks test your off-road skills, 
egotiate treacherous terrain as you 
attle for the checkered flag! 


Three unique environments: 
Desert, Snow, and Forest affect 
the way your car handles and 
maximize gameplay. 


View the action from 
any of 9 camera views 
selectable on the fly! 


...like Need For Speed''" in an off-road environment 

Computer Gaming World 


Four ways to race: SINGLE RACE, 
FULL-SEASON, CLASS LEAGUES, 
and MIXED LEAGUES. 


Engage in wild MULTI-PLAYER 
ACTION via network, modem, or 
sptit'screen racing. 
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rt l'W7 Inlcl C'nr]V)ralinn. 'A'l conipjrtd lo j l’i;niiQni» processor willioul MMX"" technology: 


speed iiictiMoed on liKel's Medij llencliinarl.. 


Catch a few rays of ricli. brilliant color. And while you're at it. go for fuller sound, smoother video and 
faster graphics.* You can get it all from a I'C that has a Pentium' processor with MMX''' technology. 
Combine it with software dc.signcd for MMX technology and you'll get the most from your multimedia 
experience. Intel’s MMX media enhancement technology. It's the technical term for fun. | ► www.intei.com | 
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TlicCoinpiitcr Inside.™ 



Pentium" 


Need a little more color? 



HARDWARE 


Control 

Fotish 

The razor’s edge between 
triumph and tragedy often 
comes down to control. There 
are a lot of devices that claim 
to give you an edge, so it’s time 
to separate the masters from 
the slaves. 
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SIMULATION 

124 Privateer 2 
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ADVENTUREAROLE-PLAYIMC 


Over the Reich 
Star General 

CaveWars p', , ^ 

Harpoon Classic 97 ! 

Wages of War 
StarsI 

Blood & Magic 
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Leisure Suit Larry 7: Love For Saill 
Amber: Journeys Beyond 
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STRATECY/WARGAMES 


NBA Live 97 
Microsoft Golf 3.0 
FIFA Soccer 97 
Microsoft Soccer 
MPF Pro 
Football '97 












_ f^Un.Y_e«.-CDNXflDL.L«BL.H. UNIT fll _ 
otve specific orders to each unit, oeternlne 
each unit's behavior in conbat. place a unit - 
on sentry duty or have it harass the eneny. 
preset conpleK pathuays and uaypoLnts to . . 
coordinate several different attacks all at once.. 
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Hide units behind hills or in dense forests.^ 
clinb to hlsher terrain to Improve your vieu 
of surrounding territory, neallstic terrain 
dynanically affects unit movement, so units move 
faster dounhill and slouer through suanps. 
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create your oun naps and missions ulth 
the advanced construction kit. create multiplayer 
alliances on the internet by sharing resources, 
units and intelligence, other features include 
gigantic playing maps and never-before-seen units 
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You're in the cockpit against Earth’s deadliest menace in this high-tech flight-based 
game with blazing arcade thrills. Battle alien attack fighters as you obliterate the 
City Destroyers deployed overhead by the massive Alien Mothership. As your 
mission progresses from city to city, you fly faster and more heavily-armed planes, 
from the F-18 Hornet to the captured alien fighter from Area 51, building to a 
death-defying climax in a whiplash-paced assault inside the Mothership! 
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What's On The CD? 


A ll’s fair in love and 
war, or so ihey say. 
On this month's 
disc, however, war 
outnumbers love by far. Our wargame 
lineup includes excellent products from 
the generals of wargaming: Avalon Hill, with 
Over the Reich; and TaionSoft, with Bahleground: Antietam. 
Other commendable soldiers in the ranks include: 
Interactive Magic, with Great Bahles of Alexander; and 
Sierra, with Robert E. Lee: Civil 
War General Also included on 
the disc is a special, custom- 
built Vietnam scenario for Steel 
Panthers 2: Up a Deadly River, 
developed by CGH/ contributor, 

Patrick Miller. And for those of 
you who prefer air combat, be 
sure to check out NovaLogic’s 
F-22 Lightning II. 


On a lighter note, try rescuing the prize 
pig in Interplay's Redneck Rampage. Travel 
back in time to the dark, deserted, and sinister streets of 
1940’s Los Angeles in Cyberdreams' classic adventure 
game, Noir. Or, you can whack a few balls in Maxis' Sim 
Golf. And check out the Ogden's Sign and The Hall oflhe 
Blind strategies for Diablo, the super-hot RPG from 
Blizzard. The disc includes ail this, and a dozen more. 

How Do I Use It? 

If you have Windows 95, installation is simple: The CD is 
Autoplay enabled— just lock-n-load. Otherwise, from 

Windows 3.x, select Run from the 
Program Manager menu, and type 
D:\RUN-ME (where D is the letter of 
your CD-ROM drive) to run it straight 
from the CD. Then type D:\INSTALL 
to create a CGW program group on 
your Windows desktop. If you have 
installed previous versions of the CG- 
ROM, this disc will use the program 
group already on your desktop. 


i y GAMES AND GOODIES O N THE CG-R0MI^ ^|^||| 


DEMOS AND STUFF 

PLATFORM 

DIRECTORY 

EXECUTABLE 

Last Express 

WINfDOS 

EXPRESS 

TRAtLER.AVI 

Civil War General 

WIN 

CIVWAR 

SETUP.EXE 

NetZone 

S5/D0S 

NZDEMOWI/NZDEMODO 

SETUP.EXE INSTALL.BAT 

NCAA Final Four 

95 

NCAA 

SETUP.EXE 

Sim Golf 

95 

GOLFDEMO 

SETUP.EXE 

Stargunner 

DOS 

STARGUN 

INSTALL.EXE 

Jam Extreme 

95 

JAMX 

SETUP.EXE 

'nirok 

WIN/95 

TUROX 

TUROKMAG.MOV 

Star Command Revolution 

DOS 

STARCOM 

INSTALL.EXE 

XS 

DOS/95 

XSDEMO 

XSS.EXE\SETSOUND.EXE 

T.E.N. 

95 

TEN 

SETUP.EXE 

Mplayer 

95 

MPLAYER 

SETUP.EXE 

F22 Lightning 

DOS/95 

F22DEM0 

INSTALL.EXE 

Noir 

WIN 

NOIR 

INSTALL.EXE 

Over the Reich 

WIN and 95 

OTRDEMO 

0TR31/0TRg5.EXE 

Enemy Nations 

wiN/gs 

ENATIONS 

SETUPNET.EXE 

Redneck Rampage 

DOS 

REDNECK 

INSTALL.BAT 

SubSpace 

95 

SUBSPACE 

SPACE119.EXE 

Great Battles of Alexander 

95 

GBOADEMO 

SETUP.EXE 

Battleground: Antietam 

wiN/gs 

BGN.DEMO 

SETUP.EXE 

Steel Panthers 2 Scenario 

N/A 

SP2SCEN 

N/A 

Diabio Strategy 

N/A 

DIABLO 

via CD Interface 

Microsoft Utility Setup 

WIN/95 

N/A 

SETUPMS.EXE 
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Counterstrikejthe official missions disc for 
Command & Conquer Red Alert, NOw available. 







Over The Reich (Avalon Hill) 


F22-Lightning II (NovaLogic) 



Redneck Rampage (Interplay) 




Battleground: Antietam (TalonSoft) 


Noir (Cyberdreams) 


How Do I Play The Demos? 

To view the demos, first click on Editors’ Hot 
Picks, Special Features, or Product Demos. 
Then click on the title of interest. Each demo 
has its own instructions for installation. 

How Do I Get The Patch Files? 

Click on Patches under the CGW Features, 
and then read the text window that has instruc- 
tions on copying the files to your hard drive. 

You can also access the patches from a DOS 
prompt by typing D:\PATCHES (where D: is the 
letter ot your CD-ROM drive) and copying them 
directly to your hard drive. Back up any previ- 
ously saved games before installing a patch, as 
this may overwrite your existing program. 

How Can I Get The CD-ROM 
Delivered Each Month? 

To subscribe to the CD-ROM version of the 
magazine, call (303) 665-8930, and specify that 
you want the CD-ROM version. Please note that 
if you already receive the magazine without the 
CD, you must wait until your current subscrip- 
tion expires before receiving the CD version. 

If you have a problem receiving the CD ver- 
sion, send an email with your name, address, 
phone number, and subscriber number to 
cgw@neodata.com. Neodata is a magazine 
fulfillment house which is not owned or operat- 
ed by Ziff-Davis. 

Where Can I Buy The CDs? 

Copies of CGkY with the CD are available in 
most major retailers where magazines are sold. 
If you can’t find the magazine with the CD, 
encourage your retailer to carry it. To find out 
where CGIV can be purchased near you, or to 
suggest that it be carried at your local retailer, 
please email Gerry at: getsmart@ils.net. 

Unfortunately, we cannot fulfill requests for 
back-issues of CD-ROMs at this lime. 

Disclosure 

As a matter of record, CGIV voluntarily main- 
tains a list of companies in which SoftBank, the 
parent company of Ziff-Davis Publishing Co., 
has an interest. It is available online at 
http;//www.computergamlng.com/ 
disclaim. html and is updated when we 
become aware of such investments. % 
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15 beastly levels plus one secret level. 
Nasty lightning traps, floating spike 
mines, and fully functional gondolas. 


: Swarming, bloodthirsty gremlins. 

scorpion cyborgs. 
And a biomechanical, 
missile-launching boss creature. 








A maximum-range, massive-damage 
Laser Cannon. Mjolnir, the 
electrical war hammer. And motion- 
sensitive Proximity Mines. 



15 lethal levels. Pendulums that 
slice and dice. Monstrous earth- 
quakes. And lightning shooters with 
minds of their own. 



"'v-- 
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Heat-seeking, fireball-throwing, skeletal 
overlords and their evil minions. 
Power-packed electric cels. Slashing 
phantom swordsmen. And one two-ton, 
flesh-scaring dragon boss. 








Armor-piercing lava nails. 8-in-l 
multi-grenades, d-in-1 multi-rockets. 
And a few beefed-up plasma guns that 
chuck energy balls. 


THE ONLY OFFICIAL QUAKE MISSION PACKS FROM id. 

Publ 

Dnitibulcdb)-: 
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.'iim'-'l of A/magon'" ant) Dissofunon cd Eternity"* are iraflemaiits 6l id Software, (no. Quake' is a reeisiered tradamar* of id Software, In 




While you spent the last six months of your miserable life 
quick-saving Quake every two minutes, some sick-minded individuals were hard at work expanding the hideous depths 
of evil even further. These are not a conglomeration of clone levels. These are not for children. These arc 
Quake Mission Pack No. 1 and Quake Mission Pack No. 2. the only official id Software mission packs for Quake. 

Nighty-night, sissy boy. 
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oday’s com- 
puter game 
industry is a 
lot like the old 
geezer in 
Monty Python 
& the Quest lor 
the Holy Grail 
who insists that he’s not dead, yet. 
To be sure, the list of obituaries for 
1996 is fairly long: Crysfaf 
Dynamics, Digital Pictures, 
Intracorp, QQP, Sanctuary Woods, 
and Viacom to name a few. Already 
In 1997, GTE Entertainment has 
closed Its doors. 

In addition. 1997 layoffs at 
Interplay and 3DO (including seri- 
ous reductions at New World 
Computing), as well as 1996 
reductions at Acclaim, Sierra/ 
Dynamix, and Spectrum HoloByte, 
have some buzzards (not to be , 
confused with vulture capitalists) 
circling atop the emaciated bones 
of the entire industry. 

Does that mean that the com- 
puter game industry is in danger 
of disappearing? No, the overall 
number of dollars being spent on 
computer games is growing. The 
entertainment software industry as 
a whole hit pretty near the $1 bil- 
lion mark in 1996, and more titles 
are hitting the 100,000 mark in 
sales than ever before. So, what's 
the problem? 

There are four forces putting the 
squeeze on computer game pub- 
lishers In 1997: MDF, development 
budgets. Investor expectations, and 


Moore’s law. I’ll briefly describe 
each one to show you how they 
affect publishers’ financial health. 

First, MDF, or Marketing 
Development Fund, is the price 
that publishers pay in cooperative 
advertising, catalog insertions, 
shelf-talkers, end-cap displays, 
racking fees, and the like, in order 
to gel products on the shelf in a 
retail chain. Companies that want 
to have their games on the shelf 
are paying an increasingly high 
price to do so. Even then, products 
are only given a few weeks to prove 
themselves because there is a 
such a glut of titles in the retail 
channel. Few products are given a 
chance to get legs by being discov- 
ered by gamers. 

Second, development budgets 
have skyrocketed. Some of us call 
this the "Wing Commander IV 
effect." Developers reasoned that if 
games could cost $2-, $3-, $4-, $6- 
and even $12 million, respectively, 
that their games should have those 
kinds of budgets, too. So, in a two 
year period, we’ve seen game bud- 
gets move from an average of less 
than $500,000 each to a point 
where every developer thinks $1 
million is a puny budget. Assume 
that a publisher gets an average 
return of $20 per unit. That means 
you have to sell 50,000 units to 
break even on a $1 million develop- 
ment budget. 

Third, these ever-increasing 
development budgets have been 
funded by investors who pur- 


chased common slock (for public 
companies) and vulture.. .er... ven- 
ture capitalists (for private compa- 
nies) who all want a return on 
investment (ROI). If games are big 
hits at 100,000 units sold, and 

^ a The list 
of obituaries 
for 1996 is 
fairly long: 
Viacom, QQP, 
Digital Pictures, 
Intracorp, 
Crystal 

Dynamics and 
Sanctuary 
Woods, to 
name a few.7> 

break-even is 50,000, that ROI 
doesn’t look very good, does it? 

Over the last couple of years, game 
publishers have essentially extend- 
ed their credit to the breaking point 
in order to fund (over an 18-24 
month period) these more aggres- 
sive budgets. Now, the loans are 
coming due. 


Fourth, Moore’s Law essentially 
states that computing power is 
doubling every year. Currently, the 
18-24-monlh long development 
cycles for computer games simply 
cannot keep up with the pace of 
new systems. If a game slips radi- 
cally from its scheduled release, 
publishers may have to sink hun- 
dreds of thousands of dollars into 
salvaging projecfs which, upon 
release, seem archaic and outdat- 
ed. Such products can really cost 
publishers. 

So, what’s going to happen? In 
1997, these pressures will close 
another 2-5 game companies. 
Another 3-4 will be merged into 
other game companies. The envi- 
ronment won’t be right for new 
start-ups, and the total number of 
available titles will drop for the first 
time in many years. 

What will that mean for 
gamers? First, it will mean 
reduced selection. Of course, judg- 
ing from the sales numbers, we 
weren’t buying too many of the 
lower echelon games, anyway. 
Second, it will mean that the 
industry will want to take less 
chances on fresh, new game con- 
cepts. Sequelitis will increase at a 
frenetic pace and game compa- 
nies will try to build and milk fran- 
chises. Successful role-playing 
games will spawn combat sims 
and real-time strategy games, and 
vice versa. Third, it will mean that 
online will become the experimen- 
tal platform that PCs used to be- 
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Call toll free! 

1 - 888 - 333-7600 

Please mention souice code CMX 


Quality Graphics 
rr»m the makers 
of CorelDRAW 


Nine real-time video 

CHARACTERS TO CHOOSE FROM 


An INTERACTIVE GEOGRAPHICAL 
ENCYCLOPEDIA OF MORE THAN 
530 SITES IN 150 COUNTRIES : ' 


Over 450 location photos 


A scorekeeper to keep track of 

YOUR PROGRESS 





{he place to take risks and build 
nicfie markets. Fourth, it will 
become harder and harder to mar- 
ket niche products unless publish- 
ers can build a Web strategy. 

The bad news is that we’re see- 
ing less and less original product. 
The good news is that since the 
industry has established some 
strong franchises in the last cou- 

> iC If there 
is anything 
the Internet 
has taught 
us, it is that 
people don’t 
like to pay for 
what they’re 
accustomed 
to getting 
for free, yj 

pie of years, you can expect that 
once you find a product line that 
you like, they are likely to stick with 
it and build plenty of products in 
its image. I know that’s a mixed 
blessing, but that’s the way things 
look to me. It may be small com- 
fort in a time when the industry is 
suffering huge layoffs and dying 
publishers, but it is some comfort, 
nonetheless, 

ONLINE GAMING- 
DEAD OR NOT DEAD? 

Ever play that game where 
someone shouts the name of a 
celebrity and everyone has to 
answer whether that celebrity is 


''Dead" or “Not dead?" It may be a 
morbid game, but it conveys a 
truth: sometimes, people and their 
life’s work affect us so much that 
they seem alive to us, even when 
they have physically died. Frankly, I 
believe that online gaming is the 
future, I believe online multiplayer 
games will be the dominant form 
of gaming by the year AD 2005. 

Yet, when I see the circa 20,000 
subscribers at Mpiayer and TEN— 
when they need significantly more 
than 100,000 subscribers to make 
their business models work— I 
know why some people may be 
asking whether online gaming is 
dead or not dead, When I see 
multiplayer game developers sud- 
denly gasping for cash flow 
because of AOL’s ill-considered 
utopian panacea of flat-rate 
monthly pricing, I have to ask: 
dead or not dead? 

After attending Mpath’s 2nd 
Annual Online Game Developers 
Conference in February, I fee) like 
online gaming is at a critical junc- 
ture. Financial models are 
announced and subsequently dissi- 
pate faster than some of those new 
elements on the periodic table. 

Rumors were flying at the con- 
ference that AOL was planning to 
add an hourly surcharge for 
games. It’s logical, but it could 
also be disastrous lor them. If 
there is anything the Internet has 
taught us, it is that people don’t 
like to pay for what they’re accus- 
tomed to getting for free. So, game 
subscriptions tor various seasons, 
corporate sponsorships, and old- 
fashioned commercials have 
become a vital part of the ever- 
evolving online gaming strategy. 

Dead or not dead? It’s way too 
early to declare online gaming as 
dead, but if some more viable 
tinancial models don’t appear pret- 
ty soon, we may have to move it 
into intensive care, % 
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r recorded time despots 
have tried to rule the world, 


le'sf^be’aggPesjiw. which imipris will you attempt to conquer? 


The Avalon Hill 
Game Company 

DIVISION Of MONARCH AVALON INC. 
C 1997 AIL RIGHTS RESERVED 


When do you deploy your secret weapons? 


History of the World for Windows 95 and Windows 3.1 is available wherever great games are sold or contact us at: 
4517 Harford Road, Baltimore, MD 21214 • 000-999-3222 • FAX 410-254-0991 • http://www.avalonhill.com 
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LETTERS 


A 


LETTER OF THE MOMTH 


CRYSTAL BOWL 

You guv's are good! Not only do 
)'on proNide ns gamci's with the best 
reviews aronncl, bnl you can foresee 
the future also, Wliat am 1 talktiig 
about? In issue //150,Jan. ’97, page 
236, iis part of voiir review of NFL 
QUAinKllBACR'Cl.tilt ’97, a screen- 
shot is displayed of the lackers’ 
llcggie Wliite pulling the rush on the 
l^lriots’ Drew Bledsoe, thereby Rillfill- 
ing )’onr prophcc)' of the ui>-coniing 
Super Bowl! 

Wow, 1 only wish )'ou could have 
show'n a sliol of the scoreboard late in 
the 4th Quarter. (B\' the way, I31edsoc com- 
pleted the pass for a 36 )’ard TD to ' Icrrv' 
Glen.) Keep up the good work. 1 look forward 
to your review of NBA ’97, don’t disappoiii t 
me now! 



S.OWINTHESUPERDO«Ey«^we— ^ 

jne Forlizzi 
ihi'sksbun’, i\'JA 


Well gh’c you a Imt. it's not ffiiii" to be the 
Vcmcoimr Grizzlies versus the 7bm/ifo Rciplars. 
An)’ further ra’elatioii uoukl win the surprise. 

not to get unnerved when, after you finish 
Lev 2 of the .space station, \' 0 u get this des- 
perate pleading via audio/visual message to 
drop ever\lhing and help some crew mem- 
bers three floors above you. And bo\’, I know 
it’s ju.sl a game, but I alwa\s feel rage at the 
point where I battle to the survivors’ last bas- 
tion and the computer (Shodan) tells me 
I'm toolalc; they are all dead, l'’inall\’, to 
hear the .siinivors’ la.sl pitiful email is ju.st 
chilling. .Vlavbc we will all rebel and farce 
stories and mysteries to be told again. 

Anyway thanks for j'our alwaj's insightful 
column. It makes me feel like someone is 
at least Irv ing to watch tire gates. 

Chris Dargein 
i\'//,s'.s/ofj Vtc/o, CA 

MULTIPLAYER REQUIREMENTS 

I ve been a subscriber for several vears 
now and I anxiously await mvCXAFcach 
month, We’ie a multi-computer house- 
hold, and ni)' ninc-v'car-old son and I live lo 
play games over a null modern connection. 

WvitCit-'Vi'i [l. C&C, Ci\'Ni;r and Doom 
are all great multiplayer games made espe- 
cially .so by the fact that yoir dorr’l have to 
buy two versiorrs of !hc game lo play on 
two computers. If only FA Sports would 
adopt the same policy. 


In general, you arc correct. 'Ihe nnil- 
tipkn-er situation is not imifonn. homi- 
er. With CfJ.MMW’O Co.N'Qtti'R- 
lii'D AlI':rI', you get two CDs in each 
package to expedite nniliipla)’er plo)’. if 
vou are an A-IO ClttW pla\'er, you get 
one inultipla\'cr serial number so that 
you can plo}’ with an opponent who 
doesn’t hewe a CD and can hit}’ addi- 
tional ones for $15 each. For F-22 
l.i(:irr\i\x:, you can play against an 
opponent who doesn't /i£/ve a CD, but the 
opponent has lo install approximately 
iS’OA /B to his hard diwe, and NEED R)R 
St’JvivD SE requires ciita 175MB on your 
opponent’s hard drhv. WF've tried to specif}' 
the approach within our rw/ar’s. hut since 
this infonnation is becoming increasingly 
important, we’ll be adding it to the System 
Requirements box in the corner of e\’cry 
rwiew. I /)ok for it under“Multiplayer 
Support" starting in May. 

KOREAN NOOKS AND CRANNIES 

in a lanuary letter to COW'', reader lirian 
I ,ibby questioned how MicroProse could 
model a million square miles ofKiwean ter- 
rain, when "the combined area of North and 
South Korea is just under 86,000 square 
miles. " Mr. Libby’s letter elicited the follow- 
ing comment fmm another reader. 

If Mr. Libby (“I etiers,” Jan. '97) is going 
lo be anal-retentive in his fact checking, I 
woirld like lo reply in MicroPro.se's defetrse. 
Imagine measuring the coastal Icnglli of an 
island as seen fmm 1, ()()() feet. Now, sit[>- 
pose you measure at ground level, with a 
wheel, tracing the corrst’s path aroirnd ever)' 
nor>k and cranny, irn iving at a grcaler 
coastal length. Coastline .scale is not a set 
standard worldwide, and often leads to dif- 


I notice that in your review's yoir 
slate whether the CD-ROM must be 
in the drive for the game to w ork. 

Docs tliat .statement also mean that I 
must buy two games to play over the 
null modern? I woirld also like your 
suggestion on some games where I 
don’t have to .s]rencl big dollars (two 
copies) for multiplayer action. 

Bnice Stratton 
via the Inlewel 



IT'S THE STORY, STUPID 

Ixtmc respond to Mr. Cimli.s’ column 
(I'eb. ‘97) by saying I have DUKlvNliKTAl 
3D, Qi i;VKK and about 15 other variotrs 
games loaded. 

But the other 
night nothing 
stmekme. I fell 
something was 
messing. '1 ben, 1 
remembered the 
feelings I get ever)' 
time 1 play the old 
Origin/Looking 
Class SlS'lKM 
Si lOCK, .so 1 
reloaded that 
game. Aoir know 
vvliat it is about 
that game, lire 
thing that id 
Software .says i.sn’t 
worth their lime 
(which I personal- 
ly believe is a big ".screw you" lo us gamers), 
it’s ihe stoi}’. 

Sure the .stoi)' in S^KI KM Si lOCiK is 
canned, but gee/., irrslead of just mnning 
around killing evcrvlhing. there arc real rea- 
.sons to push yourself. I challenge anyone 
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It'll Rock Your World! 

Ibido, tlie world of CAVEWARS, is a 
rockin’ place to dwell. In a vast, nuize 
of caverns, eiglit species wage an 
incredibly brutal war for survival. 
Your job, Commander: take control of 
these subterranean lifefonns and roll 
over the civilizations of your enemies. 


It'S Not All 
Blood'n’CutsT 

CAVEWARS is also a gjune 
of exploration and empire 
building. Play vs. iis many 
as four computer or human 
opponents. Fight in “Ibido” 
or have the computer create 
a new underground world. 


Dig It or Get Buried! 

In the beginning, you have primitive weapons and magic and your empire is small. 
Manage your population and your troops, mine rich mineral deposits to forge new' 
weapons, effectively research new' technologies, and rediscover tlie lost spells of 
Gimlor. Now kick some serious butt and the vast levels of caverns will be yours! 


1lt.>lAN.;;ijj^iyiE TARCHON 
ilii Is amiable wheiaefer great games are soM; bi- contact: 


451'^ Wford Road, Bi 


••• rmrijaiiipancR .QFCwW. flofti I' •' 





fcring results, sometimes from depart- 
ments of the same eoiintr)'. Now the same 
ean be said of square miles whcir applied 
to a “virtual Korea,” since hills and \'alle\s 
add to the square footage, as do nooks and 
crannys. So, de[)ending on the scale, 
MicroProse could coneeivably model mil- 
lions of square miles, depending on the 
hills and s’alless the)- intend to rcalisticall)’ 
model. 1 surest that now that the)’ ha\'e 
made their claim, we demand they deliver 
even' rock and tree stunqi. 

iVJurco Contreras 
Edmonton, Alberta C/\iS'/\DA 

We likeyourrccisoning, but our Stupid 
Question Department insists on asking the 
following, "If we're measuring the full 
height and depth of each hill and valle}’, 
wouldn't it be cubic miles instead of square 
miles?" Inquiring minds want to know. 

ONLINE GAMING FOR NOVICES 

blow do I pla)' games o\'er the 1 ntemet? 
I'm not refering to the online senices such 
as AOL and Mpla)er. 1 am on a budget 
and I don’t want to pa\' for another .sen 'ice. 
1 do ha\'e access to AOL,, but the games 
that I want to play aren’t available. Is it pos- 
sible to ])lay games o\'cr the 1 niernel with- 
out having to open m\’ wallet? 

Ihbert Marchal 
via the Internet 

Well, you definiteh’ need an Internet 
Sen'ice Provider(ISP) otherthan 
CompuSene or AOL. Technicalfy, you can 
use Kali over those senices, but they g/vc 
ncu’ meaning to the term "lag time." Once 
you haw an ISP (usualh- at about the same 
price as AOL for an unlimited use 
account), you can follow the achice fom 
the following reader. 

1 hear theciyof a kindred spirit in Mr. 
Pritchaal’s letter appearing in the January 
'97 issue of (XAV, Lxt me tr\' to calm your 
fears, though. 1 am in much the .same situ- 
ation as \r>u are. 

Since ) on .sent \ our letter via (he 
Internet, 1 vv ill assunre you arc "eonnected” 
and thus not a totally solilarv' person— 
radier one that is a little shv and does not 


alvvaj's enjov intense com|>eti- 
tion in a computer game. 1 .say 
intense competition because 1 
think the best v on can get 
from todav’'s A1 is merely p;iss- 
able competition. Intense 
comes about when another 
human is after your skin. 

Playing a com]5uter game 
solo can be relating and 
enjoyable, but until you tr*' 
against another human player 
vou'll never know just how 
much fun you can have with with .some of 
the games on your shelf. Before 1 go anv’ 
further, let me explain that I am one of 
(hose uaskillcd pkners who just about 
cvervbody can beat most of the time — .so 
I'm not out here looking for (more) fresh 
meat so to speak. 

1 ])lay QuakI': against a friend via the 
modem (too much latency for me on t!ic 
Internet). He slaughters me mercilessly 
night after night (how about a kill ratio of 
4t)+ to 7). Do I enjoy being framed? No, 
but every' once in a while I catcli him, or 
can play a trick on him and frag his ass! 
Now', talk about satisfying!!! We also ])lay 
I li'XKN, Hi'iy 'rnc, WAitCiwi' 2 and others 
over (he modem — most of these he wins, 
but I still have a chance. 

My friend and I w ill sometimes meet 
on a Kali scrv'cr looking for a game of 
WARCllAiTi Now, let me explain my skill 
level. Suckling babes beat the tar out of 
me. On the ladder (Case’s) 1 was tllGl, but 
that was only because there were only 267 
people on the ladder at that time. My rank 
slowly fell 275...30()...it’s embarrassing to go 
on. But it was still fun. I didn’t know any of 
those ])eople, and got to play with folks 
from all ov'cr the world. 'I’ircd of losing to 
])laycr,s. we had fun a different way using 
Kiili. We w ould join a game as two inde- 
pendent players in a free-for-all with a 
third person. Secretly aligired, w e would 
then wail the tar out of this poor sucker 
who was so much better than cither of us. 
Kventually, of course, the sap would catch 
on, and perhaps (|ui( the game, but we had 
a good time and a good laugh out of it. 

\\diat I would lecommcnd that v'oii do is: 
1. Download the demo Kali program from 



BIG GAME HUNTING It’s easy to select a server with 
Kali95's robust interface. In many cases, you can see 
which games are playing on individual servers. 

the Net (the Win 95 version is easy to 
install and u.sc), look in www.tueds.com, 
and hunl from there. (I he unregistered 
version gives you 15 minutes of play for 
each log on. If you like it, registration costs 
only $20 for unlimited play time.) 

2. Pick your best game that has multi- 
player ca|>ability'. 

3. liOg onto Kiili (Kali St. loiuis or 
Ca.stlenel arc a couple of good ones) and 
just chat with the players. (1 have talked 
with )3l;ivers froms as far as Mongolia, 
Estonia, Bulgaria, Brazil, and Australia.) 

4. Get up the non e to challenge some- 
one to a game. Even if j ou lose, he, or she, 
vv'on’t know wlio you arc and you’ll have 
the time of your (computer) life. 

I think you’ll find that this is an exciting 
facet to computer gaming which, really, 
y ou don’t want to niLss. And you can 
always plav'by'yourselfw'hen you don’t 
fed like competition. Trv it! Mavbc I’ll. sec 
vou on the Net. 

Paul Moade 
via the Internet 


Weprefertliatyouctnailusal ; 
■; one of these addre.sses: • 
CompuServe: 76703,622 
Internet: 76703,622® com- 
]juserve.coni 
orwrileto: 

CCW, Letter ’lo The Editor 
135 Main Street, 14th Eloor 
San Francisco, CA 94105 
We resers’e the right to edit all 
letters for space or clarify. 
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The first ever diAn I m spece flight simuletor. 

^^^TranslucEflt tBxturs mapping far unpracEdantad 
^^l^to^claaking affacts. 

Real-time oninr light sourcing far Startling raalism. 
Enamy artificial intEHigBncE that learns and 

I adapts*ta your battlE stylB. 

I this side af Kirk has flown 

anyfhmg^thts advanced. 


Fly up to lour Federation starships against 
30 amoiing 3-D polygon alien ships. 


Starring William Shatner, Walter Koenig, 
with a special appearance by George fakei 
in their legendary roles of Captain Kirk. 
Commander Chekov & Captain Sulu. 


'The most anticipated space sim of the year.' 


Computer Coming World 



"STAR TREK fans are finally about to get a simulation 
worthy of Starfleet itself." — pc c«mer 

"Starfleet Academy promises to be the flagship of 
MacPIay's immensely successful Star Trek line of games. 

"Mac Home Journal 


.^TAKFLGeT 
* ACADEMY 


AVAILABLETHIS SPRING FOR WIN95/DOS AND MACINTOSH. 
COMING SOON FOR PLAYSTATION GAME CONSOLE. 


Developed and Published by 


Over 25 challenging missions in spectacular 
3-D environments. 


isrk and <01997 Paramount Pictures. All rlyhls reserved, 
amount Pictures. MaePlay and Interplay are trademarks 
logo are trademarks of Sony Computer Entertainment, 
ed. All other copyrights and trademarks are the proper! 


ademy Software <11997 I 


RV (IA.MEHS. 
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I be Flbventure game 
that challenges your 
moral fibre 

• 48 My animated characters 

• 60 stunning, high resolution locations 

• 4 massive, non linear, inter-linked worlds 

• Animated by an ex-Disney artist 

“A journey of a lifetime awaits you in this 
marvelous adventure. The world of Fable 
combines stunning animations with 
progressive puzzles, curious characters 
and outlandish events, all topped off with 
a twisted sense of humor.” 

“A game to rival the Lucas Art’s Adventures.” 
Lee Brown, CD-ROM Magazine 

“Reminiscent of the King’s Quest series.” 
Mark Ulyatt, PC Power Play 


For Windows 95 and DOS 


Developed byr 

mccironlu SluUios 
OCopyrighl TclMur BIccirnnic Studios Ltd. 



To order, visit your retailer, 
or call: (800) 447-1230. 



SIR5C Reviews 

PCPOWER 94% 
CD-ROM Games 90% 
CD-ROM Magazine . i 

ifk'k'ki A 


Coming 


Tel: (315) 393-6633 Fax; (315) 393-1525 
E-mail: webmaster@sir-tech.com 

www.sir-tech.com 
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Best of the Bunch 


Finalists named for CGW Premier Awards 


I t's that time of year again. Fiist 
we're hit by the Goiden Giobe 
Awards, which are rapidiy fol- 
iowed by the Oscar nomina- 
tions, And now, CGW reveais 
the finaiists for the ceremony 
you've ail been waiting for: The 
Premier Awards, CGM/’s awards for 
the best games of the year In each 
genre. While our award year Is almost 
concurrent with the calendar year, we 
do make an exception for fhose prod- 
ucts that lust missed their Christmas 
ship date, and landed in our offices 
in eariy January, The finalists in each 
category are as follows: 


The Pand^Olte^MVe 
RAMA 
Toonstruck 
Spycraft 



Quake 

DukeNukem 3Q; 
VIM Fighter PC , . 
Tomb Raider 
Crusader: No Regret 
Need For Speed SE 


Raku Raku 

Chessmasler 5000 

Monty Python and the Holy Crall 

Risk 

Scrabble! » 

Smart Games Challenge, #1 ' 


Hlnhraim" 

• AH-OAD Longbow 

• Flying Corps 

• Hind 

• Silent Hunter 

• Warbirds 




Front Page Sports Football Pro 07 

Grand Prlx 2 

Links LS 

NASCAR 2 

NSA Live 97 

NHL 97 


Master of Orion II 
Red Alert 
War Wind 


Age of Rifles 
Ratlleground:Shlloh 
Satlleground:Watetloo 
Over the Reich 


V*>Continued on pg 32 


Here are short takes on games that were released just prior to 
press time. Most will be reviewed next month. 


OBSIDIAN 

The year is 
2066, You are 
an environmental W* 
scientist working with your 
partner, Max, on a project to 
clean the Earth’s heavily toxic 
atmosphere. Everything’s 
peachy untii Max is sucked into a myste- 
rious giant rock-and you go in after, to 
search for your friend in a series of 
bizarre dream-like realms. What follows is 
one of the most memorable surrealistic 



adventures to grace the genre in a long 
time, Don't let comparisons to Myst 
scare you off: Obsidian, with a compelling 
plot, engaging gameplay, outstanding 
animation, and an honest-to-goodness 


ccw 
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-Files 
fans will 
be 

relieved 
to hear 
■"* ' that the 
much-anticipated adventure 
game, based on the popular 
Wl series, sounds like it’s 
going to be worth the wait. 

The script will be written by 
X-Files creator Chris Carter, 
and the game will star Gillian 
Anderson and David Duchovny 
as FBI agents Scully and Mulder. Some minor characters from the show 
will make appearances as well. The X-files' director of photography has aiso 
signed up to work on the project, which is being deveioped for Fox 
Interactive by Hyperbole Studios, and is slated for a December ‘97 release. 
The game will be based upon one episode from the show’s second season, 
but original live action footage will be produced specifically for this project. 
Fox is keeping this project tightly under wraps and we’ve yet to see any 
actual code, but rumor has it that all will be revealed at E3 in June.— 
Charlotte Panther 


QUOTE OF THE MONTH 


kk Intel products are not intended for 
use in medical, life saving, or life sustain 

ing applications. fl -Intel White Paper on 


armack and Abrash have done it again. The QuakE; 
engine was very impressive, and Vouake showed 
;^^why 3D hardware will forever change action gai 
l^ng. So what do you do for an encore? Weil, id 
^Software has released GLQuake 0.9, written to the Opei 
ilL (OGL) API. This version runs on any 30 graphics I 
|oard that supports OGL in Win 95, though the refer- ; 
^nce platform is Sdfx’s Voodoo chipset. ^ 

On Diamond’s Voodoo-based Monster 3D board, we i 
in GLQuake at 640x480x16, and were wowed by the J 
lage quality. Gone was any texture swim, but most 3 
[visually stunning was the alpha blending effect on | 
fater. The transiucency Is striking, and when you jump^ 
pn, underwater surfaces undulate to simulate refrac- j 
lion. These visions need some serious horsepower, 1 
lOugh Id is still optimizing GLQuake to squeeze out j 
nore performance. For 3Dfx owners whose Rendition- 
^Wning friends have razzed them over not having Quake-^ 
support, this should end that debate.— Dave Salvator « 

fc 

ivin’ Large: 

;he left image 
5 from unac- 
Cielerated Quake 
tunning at 
320x200x8-iiif. 

SLQuaxe is on 



the right, running 
at 640x480x16-bit. 
Notice the water 
transiucency and 
how all objects and 
surfaces are 
smoother. 



The look and gameplay will remind you of a fast 
arcade shooter, but there is more to gameplay 
than just flying around and spurting venomous 
spittle at enemy robobugs and biggies 
(humansj.You have to collect the pieces of a 
weapon called the Stinkulator, which will drive 
the evil Exterminator out, giving the bugs a final 
safe haven. 

Chin 
Grolier 
Interaclive, 

(203) 797-3530 
W'm95 CD- 
ROM 

Reader Service 
H: 302 


sense of humor, is actually way better. In a genre 
riddled with mediocre clones. Rocket Science has 
unexpectedly created a joyful, edgy original. 

-J. Green 

SegaSoft, (800) SEGASOF 

PC CD-ROM 

Reader Service H: 301 


BANZAI BUG 

Even if you hate bugs, 
this game might still be 
worth a look, Grolier 
Interactive is billing Banzai Bug as a 
flight sim, and the whole game is 
played in the air from the perspec- 
tive of our insectoid hero. Banzai. 



ANIMATION HANGMAN 

Is it live, or is it Memorex? 

Unfortunately, this game tries to be both. 

In Animation Hangman the animation 
sequences clue you in to the mystery word, and 
are so obvious (“ice cream scoops" for "cone”) 
that they sap any brainteaser potential from this 
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"FUTURISTIC 3-D ACTION/ADVENTURE 
THAT COULD SET A NEW STANDARD 
FOR PC GAMING." 

-PC GAMER 




"A refreshingly new per- 
spective on 3-D gaming. 
Expect the unexpected." 

- GAMEFAN 


"This highly antici- 
pated title is cer- 
tainly one of the 
slickest games 
we've seen. ..could 
be the action fest to 
rival Quake!' 

-BOOT 


"The ability to zoom in 
from a mile away within 
the sniper mode is re- 
markable." 

- ELECTRONIC GAMING 
MONTHLY 


"It's with the 
unique gameplay 
elements that MDK 
will really make its 
mark." 

-PC GAMES 


"ONE OF THE MOST INNOVATIVE 
GAMES EVER CREATED." 

-GAMEFAN 



■ PC CD -ROIVI ; 




Created by Shiny Enlerlalnmenl, Inc. 01997 Shiny Entertainment, Inc. MDK is a trademark ol Shirty Entenainment, Inc. All rights reserved. Artwork and design 
£>1997 Playrrtates Interactive Entertainment Inc. PIE^“ Isa registered trademark of Playmates Interactive Enlerteinment Inc. All rights reserved. 




"MDK PROMISES 3-D TECHNOLOGY SO COOL...THAT IT 
WILL SEND EVERYTHING ELSE RUNNING FOR COVER." 

-PC GAMER 



Your planet is being bulldozed by the ton. 
Alien oontroiled mobile mining cities are strip- 
mining the earth's surface overrunning and 
crushing anything in their path... Unless you 
can stop them. 


( 


• Fully 3-D rendered graphics unlike any- 
thing you have ever before seen. 

• Over 60 arenas spread out over 6 cities. 

• Never before seen "sniper mode" that 
allows you to zoom in on the 
enemy and pick it off with 
astounding accuracy. 

• The most sophisticated 
artificial intelligence ever 
created. Fully reactive 
"smart enemies" think, 
listen, and communicate 
in a calculated assault 
on your life. 

•An arsenal of totally 
innovative weapons 


m 



and equipment including: 

-A helmet-mounted sniper rifle that tar- 
gets enemies from over two miles away. 
-A living polymer suit that protects 
from piercing projectiles. 

- A high-tech reusable 
parachute. 

- Bombs... 
decoys... 
homing sniper 
grenades... 
and many more. 

• Two styles of adrenaline- 
pumping game dynamics 
featuring first and third 
person point of view. 


IT THINKS. THEREFORE IT KILLS. 


C* 




kA/ww.shinv.com 


Windows *95 and DOS 

CIRCLE READER SERVICE #134 

Contact www.playmatestoys.com to receive 
a free playable demo by mail* 





611 Anton Blvd., Suite 500 
Costa Mesa, CA 92626 
(714) 428-2100 


THIS JUST IN 


cqw premier awards nominees 

¥*Konlinued from pg 28 


• Robert E. Lee; Civil War 
Geeeral 


• Woeden Ships 
& Iron men 



• Canopus Total 3D 

• CH Products 


Force FX 

• Diamond 
monster 3D 

• Drchid Righteous 3D 

KoiiiKlstmainBi: ; 

• AH-64D Longbow: 
Flashpoint: Korea 

• Civilization II Scenarios 


• Duke Nukem 
Plutonium Pak 

• Warcralt II: Dark Portal 



The winners of each genre will 
be revealed in CGW’s upcoming 
Premier Awards fealure. We’l! 
also announce the winners of 
our Special Awards for Artistic 
Achievement, Technical 
Achievement, and Online 
Enabling Technology, along with 
our choice for the overall Game 
of the 'ieai.-CharloHe Panther 


B e sure to check out CGWs Web site i ' 

for our new department— HDD 
(Hacks, Dtilities, and Hargains)— where you’lt find an 
assortment of applications, tips, tools, and information 
to improve your gaming experience. We’ve gathered all 
sorts of useful odds and ends to support, enhance, or 
extend your gameplay. 

What’s the hot topic online? What's all the fuss about? 
Where can you find cool tools? What games let you create 
your own scenarios? What bargains are available? Head for 
www.computergaming.com and find out.-Jaclr Rodrigues 


PLAYING LATELY 

CGW Survey* 

Last Month Months on Chart 

1. 

Daqgerfall (Sethestja) 

7 

3 


Civilization II (MicroProse) 

1 

11 


Duke Nukem 3D (3D Realms) 


12 

4. 

Red Alert (Virgin/Wesiwood) 


1 


Heroes 11 (New World Computing) 


1 


Jagged Alliance; Deadly 
Games (Sir-Tedi) 


1 

7. 

WarCraft II (Blizzard) 


14 

sT 

Tomb Raider (Eidos) 


1 

9. 

Quake (id Software) 

6 

4 

loT 

MechWarrior 2 (Activision) 

5 

16 


• Check yourmailbw: Wfe wail a sutvey to 1,500 randowly-chosen subscnbeis each month. 
The fesulls cV Plying Laldy indicate what games readers are blwing the most lime on, as 
opposed to the reader's o/erall "quality ranking' in the Top 100. 


PC Data Best-Sellers" 


|1. Myst (Broderbund) 

3 1 

|2. Microsoft Flight Simulator (Microsoft) i | 

|3. Command & Conquer Red Alert | 

1 (Westwood/Virgin) 


|4. Madden Football '97 (Electmnic Arts) 

j 1 

|5. Barbie Fashion (Mattel) | 

|6. Quake (Id Software) 

^ 1 

|7. NASCAR II (Sierra On-Line) | 

8. Duke Nukem 3D (Fdrmgen) 

7 

9. NHL Hockey '97 (Electronic Arts) 

13 

10. Monopoly (Hasbro) 

14 

* * This list indicates what the top-selling PC games were, as calculated by PC 

Data, during December, 1996 




insipid lifle. The animations lock up repeatedly, 
and gameplay is repetitive, boring, and a per- 
fect example of why "mainstream” games real- 
ly aren't. And guys, the virtual spiral notebook 
effect went out with EGA; Better luck with your 
audio tapes.-I Coleman 
N-TK/Memorex, (503) 639-6863 
PC CD-ROM 


Reader Service H 305 

REALMS OF 
THE HAUNTING 



Action/adventure hybrids are catching on, 
but few games have perfected the mix. Most 
attempts slump heavily onto one of the two 
sides, Gremlin Interactive's Realms of the 
Haunting, however, manages to balance first- 
person 3D action with a compelling horror 



story and scavenger hunt-type puzzles. Adam 
Randall travels to a remote Cornish village to 
discover what happened to his father, gather 
clues, and battle with demons. Players may 
toggle difficulty on both action and adventure 
elements. While not as slick as the current 
crop of 3D shooters, action fans looking for 


some brain activity (or adventurers seeking a 
little adrenaline) won’t be disappointed. -/(. 
Hedstrom 

Interplay. (800) 468-3779 

DOS/Win 95 CD-flOM 

Reader Service ft: 303 




MUTANT 
PENGUINS 

Mutant alien penguins (it seems 
the bad guys saw a wildlife pro- 
gram before invading and thought 
penguins were the dominant life 
form.,..) threaten the planet in this 
original and bizarre arcade-style 
game, in which you enlist help from 
worker gremlins and good old earth 
penguins to save the planet. Over 
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Conauest Earth and Eidos Interactive are trademarks of EIDOS. PLC. © 1997 Eidos. 


THIS JUST IN 


Sierra Uncovers 1997 Product Lineup 


O n our recent visit 
to Sierra, CGW 
spent two solid 
days peeking at 
products slated 
for release in 

upcoming months. Here’s the 
scoop on some of the good* 
ies you can expect to find on 
store sheives iater this year. 

Sierra will introduce the 
newest member of their 
sports lineup, 

in April. 

Designed by 

designer Vance Cook, FPS: 
Golf will let desktop duffers 
indulge in 12 types of play 
on two complete courses, 
the Prince, in Kauai, Hawaii; 
and the Pete Dye Golf Club, 
in Bridgeport, West Virginia. 
Bucking the current trend. 


the game will use 3D graph- 
ics rather than video to rep- 
resent players and will also 
offer an alternative to the 
dreaded swing meter via a 
new mouse swing technique. 

Betrayal At 
Antara 

Sierra’s "spiritual descen- 
dant” to I iflR 

(the real sequel is being 
published by 7th Level), is 
finally nearing completion 
after months of delay. This 
all-new RPG, which Sierra 
says Is being targeted more 
towards the casual gamer 
than the hard-core role- 
player, takes place in the 
decaying and corrupt 
Antaran Empire, where char- 
acters will 




Betrayal at Antara 


Shivers: Harvest of Souls 


tastic— this one looks like it 
could be worth the wait. 

Shivers: Harvest 
Of Soul^ 

Sierra continue its Shivers 
series with Ssiiuers: 

'r Sums, an adventure game 
aimed at twenty-somethings, 
in which you venture to the 
mysterious town of Cyclone 
to make a music video. 
Problem is, the other mem- 
bers of your band are miss- 
ing, and weird things are 
happening In the town. You 
must uncover the mystery 
and save your friends. New 
features include directional 


sound, and the Vision 360 
panoramic engine, which 
allows you to move in any 
direction. Although the game 
is single-player. It will have 
an online chat feature for 
exchanging information with 
other players. 

3D Ultra MiniGolf 

With and 

both doing well at 
retail and in magazine 
reviews (we liked them 
both). Sierra is hard at work 
on their next 3D Ultra 
title...only this time, it isn’t 
pinball, but 

1i:u'i' 1. . This game plays 



the course of 20 levels, 
you drop gremlins to 
open chests and score 
the weapons inside. 
Good penguins fight 
any alien penguin 
they see, and also 
serve to balance 
your side of the 
doomscate. Set traps, 
find weapons, and dis- 
cover special powers 
before the balance 
favors the mutants. Fast \m.-Dawn Jepsen 
Gametek, (800) GAMETEK 
DOS and Win 95 CD 


Reader Service 304 



DiSCWORLD li: 
MORTALITY BYTES! 

, Rejoice! Cowardly, incompetent 

Rincewind is back to wreak 
havoc in Discwohld II, the sec- 
ond of Psygnosis’ hilarious comic adven- 
tures set in author Terry Pratchett’s magical 


universe. This time the plot is simple: Death 
has walked off the job, and it’s up to 
Rincewind to bring him back. Monty Python 
alum Eric Idle once again supplies the voice 
of Rincewind, and he’s just one of this 
game’s numerous pleasures, providing a 
steady stream of laugh-out-loud jokes along 
with a series of challenging— yet actu- 
ally solvable— puzzles. 

Along with improved gameplay, 
Discworld II also boasts more sophisti- 
cated 2D animation. For fans of goofy 
British humor, this is a must. 

—J. Green 

Psygnosis, (415) 655-8000 

PC CD-ROM 

Reader Service H: 306 





Activision’s 
Apocaivpse to 
star Bruce 
Wiiiis 

Activision recently 
announced that Bruce Willis 
has signed a multi-million 
dollar deal to star in their 
upcoming title Apocalypse, a \ 
futuristic arcade-style shooter 
for the Sony Playstation. The 
deals sets a precedent for 
actors who star in computer games; • - ' 
let’s hope the prices of games don't shoot sky high as a result, Willis will 
be cast as the player's virtual partner and sidekick in Apocalypse, helping to 
restore peace to a war-torn society, thus saving humanity. Will this deaf 
have other movie stars clamoring to take part in the digital revolution? I 
know a few people in this office wouldn’t mind having Demi Moore as their 
virtual partner in a game. Strip Poker anyone?-C/jaMe Panther 



ICI and Interactive 
Magic Join Forces 

I nteractive Creations. Inc. (ICI), designers of the successful and critically 
acclaimed Warbirds Internet flight sim, announced in late January that 
the company is becoming a part of “Wild Bill" Stealey’s fast-growing 
Interactive Magic. ICI will be 
renamed l-Magic Online. 

Gamers can look forward to 
improved versions of Warbirds 
(with 3Dfx Voodoo graphics chip- 
support} and Planetary Raiders 
(which at press time was 
playable in a free public beta). 

They'll also be treated to online 
versions of 1-Magic games. Stealey mentioned that the upcoming iM1A2 
Abrams was a candidate for multiplayer capability on l-Magic Online's 
“Megaplayer" network. He also alluded to eventually using the network to 
realize the dream of an electronic battlefield, with different types of sims 
lighting on the same terrain, Abrams, and the company's still-unannounced 
A-10 Warthog sim would seem to be good candidates. For more info, see 
http://www.imagicgames.com/im-online.htnil. — Denny Atkin 




Outpost 2 


Though the original 

was a dismal failure, 
that hasn’t stopped Sierra 
I from making a sequel: 

Sierra was smart, 

I though, throwing out the 
A original game code and 
A design, and building the new 
g game from scratch. About 
the only thing in common 
with the original is the name 
and a bit of the story. Once 
again, you're trying to create a 
viable colony on a new world, 
but this time, all the strategic 
gaming is in real-time. Unlike the 
raft of clones, though, the 
emphasis is on colony building, 
not on combat. 


like all your favorite minigolf 
courses rolled into one well-pro- 
duced CD title. You’ll hit balls 
through windmills and other 
minigolf regulars, while being 
treated to the same level of 
atmosphere and animation found 
in the other 3D Ultra titles. 


X-Fighters 

Flight-sim fans will recall 
that many of fea- 

tures were discussed In Denny 
Atkin’s January column. In addi- 
tion, Sierra’s X-Fighters will allow 
would-be aircraft designers to 
see how alternative aircraft 
designs might have fared. The 
WWII Sim’s design module will 
allow you to alter armament, 
propulsion, fuel, armor, and other 
aircraft characteristics. Create a 
twin-pusher-prop Me-262, see 
how a Mustang would fare 
stripped of armor and other 


weight encumbrances, or put the 
P-59 Airacomet into service with 
decent engines. An aviation 
buff’s dream. 


Look out for in-depth Sneak 
Previews of these products in 
upcoming issues of C6W, as we 
foilow the progress of the games 
in deveiopment. 

—Denny Atkin, Jeff Green, 

Eliiott Chin and Charlotte 
Panther 
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aclion/adventtire 
hero Twinsen, he 
was collecting his 


in the works 


CGW award for 
1995’s Best 
Adventure of the 
Year, Relentless. 

Created by vision- 
ary French designer Frederick Raynal (Alone in the Dark, Time Commando), 
Relentless was a goofy, surrealistic, ahead-of-its-time romp. Now Raynal and 
the folks at Adeline Software are finishing the sequel, Twinsen’s Odyssey, to 
be published by Activision this June. 

Twinsen’s Odyssey begins with the planet Twinsun in deep trouble once 
again, when aliens land and begin kidnapping all the magicians and children. 
It's up to Twinsen, of course, to set things right. With a brand-new 3D engine, 
deep gameplay via multi- 
ple paths and side quests, 
and, most importantly, 
Raynal’s uniquely artistic 
approach, Twinsen's 
Odyssey looks like one of 
the most promising 
adventure games of the 
coming year, Greer? 


W hen we 
,as.saw 


Sailing This Summer 

W ith the photo-realistic splendor of Panzer General II 
looming on the horizon, Pacific General is forced to 
stretch the original PG engine to Its limits. The naval 
aspects, especially carrier operations, have been totally 

revamped to reflect the war in the Pacific, 
while still retaining the simple learning 
curve of other games in the series. Unlike Star General, cam- 
paigns are Included, both for the Allied and Japanese sides. 

Planned historical scenarios 
(numbering over two dozen at 
press time) include Manchuria 
in the mid-1930s, the capture 
of Singapore, the Coral Sea, 
and the battle of Midway. In 
classic General fashion, alterna- 
tive scenarios and campaign pathways are also available. 
Brilliant victories may see the Japanese capturing Hawaii, 
overrunning India, or even fighting for faraway Madagascar. 
The Allies may end the war sooner than they did historically, 
or even forgo the atomic bomb and launch Operation 
Olympic— the never-executed invasion of the Japanese home 
islands. Expect a 
full sneak preview 
as soon as we can 
tear ourselves away 
from this— forgive 
the pun— splashy 
addition to the 
series long enough 
to write Terry 
Coleman 




APBA PRO BOXING 

APBA Pro Boxing is essenlially the same 
game released by designer Jim 
Trunzo's Comp-U-Sports com- 
pany some 18 months ago. The 
new bells and whistles include a 
more robust tournament generator, and a few 
more referees and judges. Otherwise, the 
strong Al and quite navigable interface are 
intact from the earlier version. The graphics, 
dated over a year ago, look very primitive now. 
Nonetheless, Pro Boxing is the most realistic 
(and fast-playing) boxing simulation around, 
and APBA does the serious boxing fan a ser- 
vice by making this product widely available. 
Maybe the next time they’ll give us hotter 
graphics and Internet/network play, so that we 


can entice our more casual sports friends to 
play.— T Coleman 

APBA/Micfoleague, (800) 334-2722 

PC CD-ROM 

Reader Service H: 307 

MiUC 

Interplay’s strategy game, 

MAX, Is somewhat of a sur- 
prise. While similar games have taken the real- 
time route exclusively, MAX hasn’t. As com- 
mander of the MAX force, your brain has been 
removed from your body and placed inside a 
metal one. Now, you and your assault force 
have been sent to a new planet to wage battle 
for a new homeworld for mankind. You start 
small, with a single unit, and build up a base, 



sending out units to explore the map and look 
for enemy positions. MAX has multiplayer sup- 
port tor up to four players, and can be played 
in simultaneous or turn-based mode. -E.Chin 
Interplay, (800) 468-3775 
PC CD-ROM 
Reader Service If: 308 
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We pack more features into 
liardware ifian anyone, so naturally, 
nobody can touch our perfoiraance. 


Move up to Wi 3D and get realistic 3D 
textures, brilliant colors and lifelike detail. 


With ATI 3D game cards, you get the best combination of 3D, 2D and silky-smooth, full-screen, full-motion 


Why do you suppose big guys like IBM, 
Sony, NEC, Gateway and Acer dtose ATI 
30 for their hottest new systems? Could 
it be quality? How about performance? 


video acceleration. And you get PQTV. Just plug your PC Into the biggest TV you can find for supremely 
intense big screen gaming action like you've never seen before, for multiplayer and shared 
EST gaming, everyone gets to watch. You can record your game playing directly to tape (just in 
case someone dares doubt your scores). And when you buy a new PC, you might just save the price 
of another monitor. Who said size doesn't matter! Get ATI 3D game cards for as little as ■■ 


Ntw HI iO XPRESSION* PQH (2«B nwtad* or (NB) 
is the ultimate gamer's graphics upgrade and comes wTh the 
hottest 3D games and VRML web browser. The higher end ATI 
3D PRO TURBO PQTV (4HB upgradable or SMB) comes with 
Exireme30. Both products support the incredibte AH-TVaddon 
card - the best TV tuner and wdeo capture card. 



Go to a store, hit www.atitech.com, or call 905 882-2600 (press 2 and well fax you info). 


0 tn Technoto^ies Inc. 1997. ATI. 30 9110 TIKIBO PC2TV. 50 XPRUStON* PUTY and Now You See ft are irjdematlis and/or registered Itademailn of 

ATI Technologies Inc Ad other product isimes are itademarkt andAr ngislerrd trademariis ot their lesgeclive owners. Assault Itigt screen appears courtesy 

01 Psygnosis Lid. MethWarrior 3 scieen appears courtesy of Atihision Inc *ESP for 30 XPSESSION* PC2TV with 3MB.*fof kBplementanon and features. 


140044}-un 


GSOffG^ mmo csncs? 

hSOO-MMnS 14ig-BSfl-3000 
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Discovery Channel Enters 
The Gaming 


allocation 
and consider 
ing 

factors like climate, 
terrain changes, and 
earthquakes. 

Byzantine; The Betrayal, 
an adventure game set in 
Istanbul, looks spectacu- 
lar, with 60 percent of the 
background images taken 
by Discovery Channel film 
crews. Players must ven- 
ture through present-day 
about the country’s culture, and solving 
plot-based puzzles, to reveal who’s responsible 
for selling Istanbul’s antiquities on the Black 
Market. 


Byzantine: The Betrayal 


Both products should fulfill Discovery 
Channel’s ongoing mission: to make potentially 
heavy subject matter interesting. The good news 
tor us is that it doesn't look like gameplay will be 
compromised in the process. 

-Chdflotte Panther 


in the woiks 


D iscovery Channel, the name 
that conjures up images of 
vast sun-drenched land- 
scapes, proud creatures, and 
outstanding cinematography, 
will draw upon its renowned 
skills and resources, as it enters the gaming 
market. A series of intel- 
lectually challenging 
games based upon cultural and historical fact 
may sound like an excuse for another 
Edutainment snooze-fest, but what we’ve seen 
so far looks promising. Evolution, Discovery 
Channel MultiMedia’s first real-time, multi-player 
strategy game, is being developed by veteran 
game designer, Al Roireau, (Civilization, 
Relentless). The game will require players to 
evolve amphibious creatures into an intelligent 
life form, using resource 




30 liilial-Golf Sierm . . 

' ' m 

6300 2D/3D Chip Set Tseng Labs 

Summer 97 

Achtung: Sgitlfrel Avalon Hill 

6197 

Agents of Justice MlcroProse 

Spring 97 

Aide De Camp 2 HPS Slmui^ions 

Summer 97 

Armored Fist NovaLogIc 

4/97 

Battles of Alexander interactive Magic 

Spring 97 

Birthright Sierra 

4/97 

Blade Runner VirginWestwood 

10/97 

Blood Apogee 

Springs? 

BooBie tiasbro Interactive 

”^'■6/97 

Buccaneer SSI 

9/97 

Dark Earth Mindscape 

' ' Spring 97 

Dark Reign Activision 

Summers? 

Demon Isle Sierra 

10/97 

Dominion Zlh Level 

Spring 97 

Dungeon Keeper EA/Bui!lrog 

4/97 

European Air War MlcroProse 

Summer 97 

Faiien Haven Interactive Magic 

Spring 97 

Fallout Interplay 

Spring 97 

Freedom 5000 Audio Adapter Diamond 

Summer 97 

Front Page Sports Golf Sierra 

4/97 

Front Page Sports Basotaall 07 Sierra 

• 6/97 

Front Page Sports Skiing Sierra 

10/97 

Flying Saucer EA/Ar^ River 

■ ■ 7/97 

Grand Slam 07 Virgin 

Spring 97 

Hardball 6 Accolade 

■’ 7/97 

History ol the World Avalon Hill 

4197 

iF22 Interactive Magic 

Spring 97 

Imperialism SSi 

9/97 

Interactive Gamepad (USB) Alps 

Summer 97 

Journeyman Prolect III Broderbund 

Fall 97 

Las! Express Broderbund 

4/97 

Marvel Mindscape 

Spring 97 

fflicroLesgue Baseball 6.0 Mlcroleague 

Springs? 

MIg Alley Empire 

Summer 97 

Myst 2: Riven Broderbund 

Summer 97 

Napoleon In Russia TalonsofI 

Spring 97 

NFL Legends Acooiade 

9/97 

Quarterback Club 66 Acclaim 

Fall 97 

Quest for Glory 5: Dragontire Sierra 

Christmas 97 

Pacilic General SSI 

7/97 

Panzer General II SSI 

11/97 

Pentium Pro w/MMX (Klamalh) Intel 

Summer 97 

PIcUonary Hasbro Interactive 

9/97 

Pro Pilot Sierra 

4/97 

Reach for the Stars tl SSG/Microsott 

: spring .97 

Rebel Moon Rising Fends Wolf 

7/97 

Red Baron it Sierra 

5/97 

Redneck Rampage interpiayfXatrix 

5/97 

Return to Krondor 7td Level 

Summer 97 

Sabre Ace Virgin 

Spring 97 

Shadows ot Riva ^r-Tech 

Spring 97 

Shivers 2 Sierra 

4/97 

Ship ol the Line SSI 

Fall 97 

Spider Man: Venom Factor Byron Preiss 

Spring 97 

StarCraft Bilz^rd 

6/97 

Starfleet Academy interplay 

Spring 97 

TFX:F-22DI0 

4197 

Triple Play 96 EA Sports 

Spring 97 

Twinsen II Activision 

6/97 

Ultima On-Line Origin 

Spring 97 

Unreal Epic 

5/97 

VR Baseball VR Sports 

Spring 97 

Wariords Hi SS6/Brodeitund 

7/97 

Wes Craven.. .Fear Cyberdreams 

10/97 

X-CGM; The Apocalypse MicroProse 

Spring 97 

Zork: Grand Ingulsllor Activision 

Fall 97 
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Enter a severely fractured fairy tale. Discworld II 
Mortality Bytes is the graphic adventure with cheek. 

Over 100 hours of 
hilarious game- 
play immerse you 

in a bizarre realm where dozens of bawdy 


on holiday. And the hapless magician Rincewind 
must find a way to restore order in the world. You'll 
be dazzled by 25,000 cells of hand-drawn 
animation. You'll be delighted by the fiendishly 
clever puzzles. You'll be deeply offended 
by the vocal stylings of Eric Idle. Discworld II; 



characters face life without Mortality Bytes. It's magical. 

Death. Yes, Death has gone j It's enchanting. It's sick. 

] •Disr'vvon’lil II Icaluri'.s lilic Toice ol Jldlc, 

lormcr star ol L^Ionly-somclliinf.-Dr-othcr.l 




Discwoiia II 01 MB Psileci Enleliinmsnl Limled all rictits leasived. PuUlistied uniJat axtlusivs licensa by Psygnosis Lid. Psygnosis " and me Psyonasls logo sie Itaderratke ol Psygoosls Ltd. Tfie ratings Icon Is a Irademam ol me Interactive Digital Soltware Issodalcon, 
Any and all original and / or dislincbve ctiaracters, lealures. likenesses and eiemenl appealing in IM Oiscwoild senss on wfiitb itns produci is based are trademarks and QTeity and Lyn Pratcbell ‘Discivorld' is a Irademark registered by Terry Praicbell 
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HAS BEGUN 

All seven seals, have been broken. Every evil that 
plagued the earth has become incarnate, disturbing 
balancing' force between good and evil, man and spirit. 


Frighteningly doailed 3D environment vith 

INTERACTIVE OBJECTS AND PREDATORY DEMONS 


Over 6oo interactive objects including 

MORE THAN 155 POSSIBLE INVENTORY ITEMS - 
MAPS, WEAPONS, AND MAGICAL OBJECTS. 


GOO.D & EVIL. 


OF QUESTS, PUZZLES, 
BAHLES AND CHALLENGES. 


t'f User-defined controls allow customization 

OF ADVENTURE AND COMBAT LEVELS. 


FUJ.L MOTION VIDEO, COMPLEX AND INTELLIGENT 
PLOT BRANCHING AND MULTIPLE ENDINGS 


BY GAMERS. FOR GAMERS.’'* 


01996 Gremlin Inieraciive, Lld.Yll righis reser^’l:d. Realms of ihe Haunting and Interplay are trademarks uf Inlerplay Productions. All rights restm’d. Interplay is the sole publisher .and distributor. 
• ' Licensed from and developed b'^^Gremlin Interactive, Ltd. All other trademarks are the properly of their respective owmers. 
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Not only have you. stumbled blindly into a nightmare, 
you’ve set the stage for the Apocalypse. 

And now only one can stop it. 

He vvho bears the mark. The chosen one. You. 

Presenting a terrifying.3D adventure unlike anything 
you’ve experienced before. Realms of the Haunting. 
The forces of darkneSs are gatfiering for the final • 
showdown. 


Sophisticated character interaction 

REAL-TIME, FIRST-PERSON, 

D ENVIRONMENT. 



B^137D Piccard Drive, Ste.12( 
W Rockville, MD 20850-430^ 
BBS: 301 990-7552 
Fax: 301 926-801t 
Website: hltp.V/www.bethsoft.coni 


^ Rate one of 16 
prototype X Cars. 

The latest eKperimental 
racing vehicles! 


Experience farilliant high res (SVGA) 
graphics at sustained frame rates. 

X Car is the most beautiful and fastest 
racing game on the market! 


Actual IBM screens shown 


Test drive your prototype and customize 
every aspect of your car’s performance 
using cutting-edge racing technology^ 


Includes <3 library of real racing circuits and 
fantasy tracks. You can race Lime Rock, the . 
streets of Seattle or around Mayan temples! 


M Oeg liqo & Belhesda Soltweilif"' irt trademarks ol Media ftrtwilfltfUlHlIed. @1996-37 Maili iKMogy Limited. AW Rights (Mined. 
AIIoliierin<iiiab,'iD!t)sorgraphic$anlliepfl)p^bllheirtespeclMinmtts. . 
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COMANCHE 3 


PREVIEWS 




On The Warpath 

Skirting the Line Between Action and Simuiation, Comanche 3 is on Target 

by Denny Atkin 



O ver five years 
ago. NovaLogic 
set standards 
for graphic 
excellence with 
Comanche. 

This classic 
helicopter arcade/sim’s Voxel 
Space graphics were so 
impressive that they sent many 
gamers scurrying to their local 
hardware stores to pick up 
bleeding-edge 25MHz 386 PCs. 

When Comanche 3 hits soft- 
ware stores, the loud thump 
you’ll hear will be the collective 
sound of gamers’ jaws drop- 
ping all across the country. 

NovaLogic’s Voxel Space 2 
technology is astoundingly successful at creating 
a realistic combat environment. Get a little alti- 
tude and graphics reach the quality of intro ani- 
mations. 

MODEL IMPROVEMENTS 

Although the original Comanche looked good, 
the play was strictly arcade. The helicopter had a 
low fixed ceiling, and the handling qualities were 
more than a bit optimistic. This time, things have 
gotten a bit more serious. While you can stiil 
choose to fly in an arcade mode, there’s also a 
more realistic flight mode. The ceiling has been 
moved up to 2.500 feet (any higher and you’d be 
toast in real life, anyway), and the helicopter’s 
handling is much more realistic. It’s not going to 
cause any AH-64D Longbow fans to switch alle- 
giances, but it’s realistic enough so that more 
serious sim pilots will have little trouble sus- 
pending disbelief. 

Your Comanche is equipped with a good 
variety of implements of death and destruc- 


tion. In addition to rockets, Heiltire and Stinger 
missiles, and your 30mm chain gun, you can 
also direct your wingman to fire at targets, 
and-in some missions-call in artillery bar- 
rages. The attack envelopes of each weapon 
are nicely modeled. For example, rockets must 
be fired straight at a target, while Hellfires can 



be launched from behind cover. A 
wide variety of air and ground tar- 
gets-Hinds, Hokums, SAM launch- 
ers, T-80 tanks, and more-present 
themselves, and blow up in spec- 
tacular fashion when hit with the 
proper weapon. 

Only a few sample missions were 
in place in the beta I examined, so it’s 
unknown how well the enemy Al will 
progress as you work through mis- 
sions. The first Comanche had a bad 
habit of adding challenge by throwing 
most of the Warsaw Pact’s forces at 
you at once. From the sample mis- 
sions included with Comanche 3, the 
linear campaign missions seem more 
grounded in reality. 

GRAPHIC EXCELLENCE 

Like the original, Comanche 3 is a good game 
wrapped in a great graphics engine. You’ve never 
seen terrain in any game that looks this good. In 
various missions you’ll encounter rolling hills, 
steep plateaus, flat deserts, and snow-covered 
tundra. You’ll actually find trees in some regions, 
and said foliage can even be destroyed it you’re 
not feeling particularly environmental. This is 
the one of the best-looking games I’ve ever 
seen without the aid of a 30 card. While it 
doesn’t have the clean appearance of a 3D- 
accelerated game, it has a level of detail even 
those games don’t yet sport. Add top-notch 
Dolby-enhanced sound effects-ranging from 
explosions to infantry calls for help-and you 
have an unmatched audio-visual environment. 
The graphics will cause a wide variety of 
gamers to check Comanche 3 out, and game- 
play that’s nicely balanced between action and 
simulation should keep most of them around 
for the wild ride, 



PREVIEWS 


STAR TREK: GENERATIONS 


A 




Developer MicroProse 


Talkin’ ’Bout 
My Generations 

Roam the Corridors of the Enterprise in This Action/Adventure Game 


by Elliott Chin 

S pace.. .the final frontier. How 
many of us have wanted to say 
those words, command the 
Enterprise, and save the galaxy 
in the nick of time, just like our 
favorite starship captains? Soon, 
gamers and trekkers alike will he 
able to step into the shoes of Captain Picard and 
maybe even into those of the best starship com- 
mander of all lime, James T. Kirk. Il’il then be up 
to you to stop the evil scientist Soran in 
Spectrum Holobyte’s adaptations of the success- 
ful Star Trek: Generations movie. 


WOLF IN THE FOLD 

Star Trek: Generations is being billed as an 
action game, but this title plays more like a jumble 
of different genres, and the resulting brew isn't 
half bad. Generations, due to ship in the late sec- 
ond quarter of ‘97, is equal parts space combat 
and first-person aclion/adventure. Added to these 
two styles of gameplay will be a space navigation 



[ ANALYSIS, DATA This is the Stellar cartography 
room from the Genera^ns movie. During the game, 
you'll track Soran from here, and use this room to 
travel to different locations ftroughout the galaxy. 


portion, where you move from planet to planet. 

Navigation takes place in stellar cartography, 
the interactive planetarium from the movie, 
where Data and Picard walk onto an observation 
deck that appears to be thrust into the very 
depths of space. From this screen, you scan for 
Soran, as well as enemy Romulans and 
Klingons, and then send away teams to various 
space stations and planets. 



► WE'RE NUMBER ONE Piker's on the receiving end 
of a Phaser blast. The first-person gamepiay does 
have action, but there is also a good amount of 
adventure elements and puzzle-solving here. 


ENGAGE 

Once you’ve identified an enemy fleet or a place 
of interest, you can enter space combat or the first- 
person action mode. Space combat is simplified, 
but there are such options as redirecting energy to 
different systems (such as shields and weapons) 
and targeting specific locations on enemy ships 
(such as engines or weapon systems). 

The first-person aspect of the game looks very 
much like any other first-person 3D shooter. 
However, the gameplay isn't quite as cutthroat. As 



CURSED KLINGONS You'll fight the Ouras sisters 
and the dreaded Romulans in the arcade-style 
space combat sessions. 


a member of the away team, you'll explore aban- 
doned installations, derelict space stations, and 
planet surfaces. There will be enemies to kill, but 
that won’t always be the thrust of your missions. 
Some missions will also involve puzzle solving. 

MAKE IT SO 

The game also features many cut-cenes lifted 
straight from the movie. It’s exciting footage, and 
seeing Jean-Luc giving orders in smooth full- 
motion video adds to the game's enjoyment. 

The pre-beta version is only playable in sepa- 
rate sections, and some of the gameplay still 
needs tweaking. I hope that the first-person mode 
will be playable in SVGA graphics (the VGA graph- 
ics of the early version looked dated) and that the 
controls for action and space combat will allow 
for customization. Though the decision to release 
a game based on a two-year old movie is perhaps 
dubious {First Contact, not Generations, is fresh in 
everyone’s mind). Generations still has the mak- 
ings of a good “Star Trek" game. I hope that 
Spectrum can pull all the pieces together for the 
ultimate "Star Trek" adventure. % 
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INTERSTATE ’76 




Publisher Activision 


Groovy Wheels 

Activision’s New Action/Sim Takes You Back to the Days of ’Bros and 8-Tracks 




by Elliott Chin 


ith a funky disco 
soundtrack and 
dialogue straight 
out of a "Starsky 
and Hutch" 
show, 

Activision’s mu 
cle-car action/sim Interstate '76 takes you 
back to the days of bell bottoms, the 
Bicentennial, and afros. In this alternate 
'70s universe, auto-vigilantes have taken 
the law into their own hands by adding 
guns and rockets to their muscle cars and 
wreaking havoc on criminals all across the 
American Southwest. 

COOL, MAN 

You play Groove Champion, a vigilante trying 
to avenge the death of his sister and stop a gang 
of auto-thugs from destroying America's oil 
reserves. You aren’t alone, though. An afro-wear- 
ing hotshot driver, Taurus, drives alongside you 
early in the game, and will continue to help you 
with briefings on your missions. 


The 

game’s main cam- 
paign, called a TRIP (Totally Realistic Interactive 
Project), has over a dozen missions, broken up 
with plenty of cut-scenes that flesh out the 
game's story. Each mission plays out on a variety 
of terrain, such as highway, gas stations and 
open desert. 

Although it's primarily an action game, 
Activision's claim that l-'TB is a realistic simula- 
tion isn’t that far off the mark. Bumping into cliff- 
sides will damage your car, while 
head-on collisions with buildings 
will send your vehicle up in a cloud 
of smoke. Your fires leave skid 


^ LIGHTS OUT INTERSWE '76 is a detailed action/sim. with a real- 

i istic driving model, Mechwarrior 2-like customization options, 
and day and night missions. 


► MAIN MAN These are the two main 
characters in the game, Taurus and 
Groove Champion. You play the blond, 
mustachioed Groove. 


marks on the desert floor, and even the suspen- 
sion is realistically modeled. 

As in Mechwarrior 2, l-'TB’s action is much 
more detailed than a standard action game’s. 

During missions, your car will get damaged 
from gunfire and from reckless driving, 
so between missions, you’ll have to 
repair your vehicle. Your weapons also 
have limited ammo, which you will have 
to conserve and restock. In between mis- 
sions. you can choose from 25 differ- 
ent vehicles, loosely modeled on '70s 
muscle cars, and 20 different weapons 
such as machine guns, flame throwers, grenades 
and missiles. You can even buy a few non-essen- 
tial items that simply add to the atmosphere of 
the game (such as cup holders). 

AN ACTION PARTY 

Interstate '76 will have multiplayer support for 
wild vehicular mayhem. You can play what 
Activision calls “Multi Melees" in over a dozen 
arenas that mirror the TRIP'S variety of terrain. 
Before each melee, you will have to select your 
chassis and then outfit the car according to your 
tastes. Quake DeathMatchers who rely too heavily 
on the rocket launcher for their kills will be penal- 
ized if they take the same strategy in l-'76, as the 
“Multi Meiee" scoring system awards more 
points to those skillful few who record kills 
with less powerful weapons. Activision hopes 
to add Internet play, taking advantage of the 
company's NetMech experience, before the 
game ships. 

You will need at least a Pentium 90, and 
even then you won’t be able to play at high 
resolution with all textures on. However, if you 
have the horsepower, you’ll find that at its 
highest resolution and graphic quality, the 
game looks great, especially when played with 
the smoke and ricochet effects on. It's a truly 
hip gig, man. % 




Win 95 is cool, but sudks 
with DOS games! 



;/ Ml-./ : '.h; = Tori 

You’ve got great DOS games, but you really want to 
try that new Win 95 game. You want it all. But, if you 
upgrade to Win 95, it will really hose your DOS 
games. With System Commander you can play 
each game the way it was meant to be played . . . 
on the OS it was designed for. 

System Commander allows you to boot 
both DOS and Win 95 on the same PC. In 
fact, with System Commander you can run 
up to 100 different OSes on your machine! 

You just turn on your computer, pick the 
OS you want from the menu, and let 
System Commander 6o the rest. 


System Commander's automatic installation will 
have your PC ready to add OSes in less than 5 min- 
utes. And, unlike some utilities, it uses less than 1 
MB of hard disk space and no RAM! You’ll be up 
and playing your favorite games in minutes! 


Get System Commander for 
ONLY ^99^ 

and that includes our unconditional 
60 -day money back guarantee! 
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V Communications, 


As you install new OSes, System Commander auto- 
matically copies key files and adds each new OS to 
its menu. System Commander manages unique 
copies of configuration files for each installation of 
DOS, Windows 95 or any other operating system. 

Available in the utilities section of most major software stores, including: 

y''. . 


CALL TODAY AND PLAY YOUR 
BRAINS OUT TOMORROW! 

800 - 648-8266 

www.v-com.com 

Mention this ad and get FREE’ overnight shippingl 


BVTE 






ustirtowice 



V Communications • 4320 Stevens Creek Bivd, Suite120-CGW • San Jose, CA 95129* (408)296-4224 

'Orders received after 12:00 p.m. PST will be shipped the next business day. No Saturday delivery. Standard shipping outside US. CA res. add S7.25 sales tax. 
Offer subject to change without notice. All logos and product names are trademarks or registered trademarks of their respective companies. VISA/MC/Amex ®1997 
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The Makefs Of MechWarrior 2 and Mech 2: Mercenaries Turn Their Guns On 
Battletech With HEA VY GEAR. With a Richer Universe and New Weapons, 
HEA VY GEAR Features a Much More Realistic Combat Environment 


BY JOHNNY L. WILSON 



fter the smash hits MechWarrior 2 
and MechWarrior 2: Mercenaries, 
Activision has decided to bite the 
hand that bleeds them. When 
FASA opted to regain control of 
their MechWarrior property, 


Activision licensed a new game universe and 
abruptly turned-guns blazing-on FASA’s 
upcoming MechWarrior 3. Now, it’s dueling giant 
robot games, with Sierra's Earthsiege 3 in danger 
of getting nailed in the crossfire. 

Heavy Gear uses an enhanced version of 



RITE TO BEAR ARMS A Grizzly model Gear rushes dcrwn a grassy hillside in bipedal mode. 


Activision’s popular MW 2 engine, but the game’s 
universe is strikingly richer and more realistic than 
anything I’ve seen of its kind. Instead of the 
sparse Battletech universe where combat usually 
involves a small number of 'mechs. Heavy Gear's 
universe includes a much wider variety of military 
units and combat tactics. As a result, realistic mil- 
tary tactics for combined arms play center-stage 
in Heavy Gear’s drama. He who has the biggest 
armored assault unit doesn’t always win. It may 
well be that he who has the most well-placed 
artillery or the closest assault aircraft will win. If 
may also be that he who has the fastest Gear will 
win. However, one thing is certain, this isn’t your 
father’s Battletech. 

Getting In Gear 

Heavy Gear is the future of war-hot, fast, vio- 
lent, and deadly. Imagine Bosnia and Vietnam 
rolled into one, a civil war with guerrilla overtones 
in the far future. So, terrain and objectives dictate 
tactics in Heavy Gear, and one-on-one engage- 
ments between two giant robots are decidedly 
rare. The giant robots, or Gears, in Heavy Gear are 
not restricted to lumbering walks and jump-jet 
assisted aerobatics, but have secondary move- 
ment systems consisting of wheels and treads, or 
both. The game world posits a planet with rough 
terrain, so bipedal technology was the most effi- 
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cienl movement mechanism. Yet. there are some 
smooth surfaces on the planet, so they can move 
faster and use less energy by rolling. This will be 
depicted in the game with fluid animation for 
rolling Gears. 

In Heavy Gear, the pilot is seated in the chest of 
the Gear, viewing the action from exterior sensors. 
The input is displayed on a laser crystal screen 
inside the pilot’s helmet. This fictional detail has 
two very important effects on gameplay. First, it 
means that there are no cockpit struts to deal 
with, so the Heads Up Display is full-screen rather 
than broken up. This allows for easy-to-read con- 
trols like the new wrap-around radar/compass dis- 
play. It also allows for new special effects like the 
wire-frame damage display to see how badly 
you've trashed your enemies. Second, it means 
that a damaged sensor array can force the pilot to 
look through a small viewing slit. Naturally, this 
will give you a very reduced view and add a nerve- 
wracking challenge to gameplay. 



w HUO'S UP! The new Heads-Up Display used in Heavy Gear offers a less obstructed look than the constrict- 
I ed cockpit in MechWarrior 2. 


O - 


A COWARD AND A TRAITOR 



T he background story tor 
Heavy Gear is Ihe same as 
the story lor the pen-and- 
paper game. The year is 
AD 6132 and Earth has experienced 
a second Ice Age. Alter migrating to 
equatorial regions, Ihe survivors 
made space colonization a high pri- 
orily. At first, Ihe population tried to 
find habitable planets using genera- 
tion ships, but these efforts failed. 
Eventually, they discovered that 
worm holes could lead to other star 
systems. Shortly alter Ihe establish- 
ment of several colonies, a war 
broke out on Earth and Ihe colonies 
lost contact with the mother planet. 
On Terra Nova, Ihe planet where all 
of the computer game action will 
take place, the colony baikanized 
into approximately 10 city-siates. 
Eventually, these small city-states 
banded together into larger factions. 
The Conlederaled Northern City- 


States (CNCS), complete with their 
Gears, named after carnivores like 
Jaguars and Grizzlies, began to 
light Ihe Allied Southern Territories 
(AST), The AST units fought in 
Gears named after reptiles, like 
Mambas and Iguanas. 

The set-up tor the first computer 


game seems very 
compelling. Your unit 
was captured by an 
enemy force. You even- 
tually escaped, but 
you couldn’t bring 
help before the rest ol 
the unit was executed. 
Your character is 
labeled a coward and 
a traitor. To make mat- 
ters worse, your com- 
mander's son was a 
member of the unit 
that was killed. Guess- 
how popular 
you are at your base? The 
only one who still believes 
in you-your girltriend, who 
happens to be another Gear 
pilot-is then captured by 
Ihe enemy. 

Naturally, the game will 
feature an Instant Action 


option tor those who don't want to 
bother with the sloty. However, 
those who like to have story inter- 
woven with their battle scenarios 
will enjoy the elaborately produced 
cut-scenes in Heavy Gear. Those 
who like story elements will also 
enjoy the fact that characters who 
appear in Ihe cut-scenes will also 
be heard in voice-overs on Ihe bat- 
tlefield and some may die or 
become wounded on Ihe battlefield, 
increasing the number of ethical 
dilemmas faced by Ihe player. 





LET^S MECH A DEAL 



Weapons are Ihe heart Of combat, 
and I particularly like the handling of 
weapons in Heavy Gear. Each Gear 
has grasping claws, and many ol the 
weapons are designed as giant 
analogs of human hand-held 
weapons. Some heavy weaponry can 
be mounted on a Gear’s shoulders, 
but most of the weapons can be 
picked up by the claws and used 
very quickly. 

Analog weaponry has enabled the 
design team to create a Gear con- 
struction utility that is more versatile 
than any 'mech lab in the 
MechWarrior 2 products. The con- 
struction utility features “snap-on" 
graphics and easy database modifi- 
cation so that you can build robots 
on the fly in WYSIWIG (What You 
See Is What You Get). In the past, 
even the limited 'mech lab tools 
allowed you to change the functional- 
ity of a ’mech, but not necessarily 
the way it looks in the game. Heavy 


H 

jj Iear's WYSIWIG is an extremely 
nice touch that has the added benefit 
of making the salvaging process eas- 
ier and more meaningful. 

Finally, each pilot has an N-Net 
(short for neural net) box that works 
with him like a low-tech Star Wavs R2 
unit. The N-Net boxes learn from the 
pilot’s own behavior, and the human 
and net work better and better as a 
team after each successful mission. 
The N-Net boxes start to take on a 
minimal personality (nothing like the 
more elaborate R2 units we know 
and love). Pilots shot out of their 
Gears will usually grab their N-Net 
boxes as they evacuate, because 
starting over is painful. In the game, 
a veteran N-Net unit will boost the 
pilot’s control over various functions 
on his Gear. Consequently, players 
will hate losing their N-Net boxes. 

New Gear 
Resolutions 

Those who are worried that 
Activision is simply going to place 
Heavy Gear atop an unimproved 
MechWarrior 2 engine will be 
relieved to know that this is not the 



Getting Your Bearings 
In The 'Mech Universes 

racing the paths of giant robot game licenses through their relat- 
ed companies is like trying to track a pack of Novas from a 
BattleMaster. So download this data into your onboard computer 
and it'll help you rapidly Identify the combatants. 

FASA practically invented the giant mechanized fighting vehicle genre 
with its Batlletech game world. Since 1986, FASA has offered its 
Ballletech products for role-playing fans. In July, 1987, FASA licensed the 
Batlletech universe to Activision for use in the first 'mech combat game 
on the PC. But the first product to appear under the license was a role- 
playing game from Infocom, The Crescent Hawk’s Inception. It was devel- 
oped by Westwood Studios, the Command & Conquer folks. At the same 
time, Dynamix was defecting from EA and 
began building the SSpace engine. 
Activision struck a deal with Dynamix to 
use its 3Space technology in building the 
first Battletech combat sim, now known as 
MechWarrior. The game was a solid suc- 
cess on the PC, selling close to 100,000 
units at a time when few PC games did. 

In the early '90s Activision began work 
on a sequel to MechWarrior. Dynamix was 
now part of Sierra and, ironically, working 
on the first Earthsiege. Then, the first Activision team encountered plenty 
of unanticipated difficulties. After years of delays and several design team 
changes, the company released MechWarrior 2. MW 2: Ghost Bear’s 
Legacy, and MechWarrior 2: Mercenaries, all of which more than doubled 
their ancestor’s sales. 

Now, FASA wants the franchise back and, just as Activision has grown 
to dominate the giant robot genre, Ihe partnership is over. That means 
that FASA-not Activision-wiil release MechWarrior 3, currently in 
development. FASA is adapting its Ballletech virtual reality game (playable 
at Virtual World Entertainment centers) to the PC, but this will be FASA’s 
first PC game for home users. 

Without rights to the Battletech game universe, Activision could have 
opted to design its own giant robot universe from scratch, but the 
MechWarrior 2 design teams advised against that. The teams suggested 
that they would end up with a universe like Sierra's Earthsiege series, 
where the technology is excellent, but Ihe background wasn’t as involving 
and deep as Battletech. The team felt this had hurt Earthsiege and didn’t 
want Activision to make the same choice. So Activision went out and 
bought the license for a new giant robot role-playing game. Heavy Gear, 
from Dream Pod 9. 

Finally, to make matters even more confusing, Spectrum HoloByte has 
purchased a FASA license for a real-time strategy game using the 
Battletech game universe. That means that between now and next spring, 
we can expect four ail-new, giant robot games to play out our futuristic 
combat fantasies. 



Check out the 
designer notes on 
MechWarrior 3 at 
httq://www.com- 
putergaming.com. 
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If you ploy only one red RPG this year, it will hove to be... 





A GURPS Postnuclear Adventure 

"Fallout has everything necessary to be the best roleplaying game of all time" 

- Next Generation 




HVCAMUKS. I’on GAMI’IKS."' 

www.lntepplay.coiii 

© t996 Inlerptoy Pioduitions. Fallout: A CORPS Postnudear Adventure and Inteiploy ate Iradematlis of liilerploy Pioduttlons. All tights tnctvcd 
CURPS is a legislcied Irademork ot Steve lotkson Conies liKOipoiQled. Used under Ikeiise by tniciplay. All lights reserved. 
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Coining Soon for 
Win 95/DOS, and Mac 





[ URBAN GUERRILLA The urban environments 
in Heavy Gear are denser, more detailed and 
more varied than those used in the 
MechWarrior 2 series. 


HERCULEAN COMPETITION 


N ot conlent to be an "also-ran" in the Battle of tbe Giant Robots, Sierra's Dynamix division is 
pulling out all the stops for this Fall's Earihsiege 3. Dynamix created the original MechWarriob 
for Activision, and from meeting with Earthsege 3’s development team, it appears the group Is 
tired^rf ^nhe^newomer upstart 

tlatlands. In fact, the textures were . 

so realistic and inviting (even before 3D card support) that we were surprised when Hercs were 
unable to travel into the water. 

Missions will be of much greater scope than in earlier EAnrrrsiEGE games. Look for hovercraft, 
tanks, and other vehicles to play a part in the larger battles~all of which you can pilot, in addition to 
the 'Mech-alike Hercs. The Cybrid enemies now have a menacing, organic machinery look that 
should add nicely to the game's atmosphere. It's still a hit early to call the game, but with all the user 
suggestions Dynamix is incorporating into the game, it looks like EArttHsrEGE 3 may have what it takes 
to grab the attention of even devoted MechWarrior fans. 


away their success- 
ful engine, but there are a host of changes. First of 
all, the new engine supports 640x480 resolution 
and Direct 3D support out of the box. This means 
that you get 3D card support from the start; you 
don’t have to wait for an enhanced version. It also 
means that D3D will handle the potential floating 
point problems with new MMX systems, 

Also, Heavy Gear will feature rolling terrain, 
more detailed texture mapping, terrain interaction, 
and terrain deformation. In terrain interaction, the 
Gear's performance can be either impeded or 
improved, depending on the surface type. It also 
means that Gears will be able to duck and cover 
behind 3D objects in a dense, detailed terrain 
world, It’s amazing what a difference it makes to 
have your enemies disappear behind sand dunes 


and reappear over the rise or duck behind the cor- 
ner of a building. Terrain deformation means that 
there are not only more "live” buildings that can 
be pockmarked and destroyed by fire, but that 
structures and terrain will have a campaign persis- 
tenca Destroy a building in one scenario and that 
building stays destroyed throughout the campaign. 
If that building happens to have strategic signifi- 
cance as a reloading center for ammo or a com- 
munications center for calling in air strikes, you 
could be hurting. 

Gear And Loathing 

Jack Mamais, the Director of both MechWarrior 
2: Ghost Bear’s Legacy and MechWarrior 2: 
Mercenaries, is particularly thrilled to be working 
with a new universe. Currently working on the 


DESERT FOX In a tactic similar to those in desert tank 
battles. Gears can go virtually hull-down behind sand 
dunes and spring an ambush at the optimal time. 

Heavy Gear role-playing game (a '98 product to 
follow the combat simulation), Mamais contend- 
ed, "In the past, we were constrained to tell stories 
that had already been told. Now, Dream Pod 9 has 
agreed to publish stories from the computer game 
in the paperback universe.'’ He also suggested 
that Heavy Gear, in both its boardgame and com- 
puter game form, will benefit from its ANIME look 
(Anime is the popular Japanese animation style 
used in films like Robof Carnival, the grand ani- 
mated robot battle, and made-for-television videos 
like Macross. the original title of RoboTech.) 

High Gear 

Rather than rehashing the past glories of the 
giant robot genre with Heavy Gear, Activision has 
the potential to create its future. The competition 
from Earthsiege 3 and MechWarrior 3 will be sav- 
age, but Heavy Gear has a great lineup. With more 
combat options and vehicles, increased terrain 
interaction, persistent terrain deformation {destruc- 
tion is persistent through the campaign), cleaner 
HUD design, better animation, and more Anime- 
style story than its predecessors, Heavy Gear is 
likely to keep the metal lires burning into the next 
millenium. S 
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H No monthly subicription 

K Access vio the Internet and .most major online services 
M Real-time Chat & Bulletin Boards 
A Low latency access ■ ‘ 

Play the world's most popular multi-player games: 
Worcraft II Castles II: Siege & Conquest 
Descent Rolemaster: Magestorm 

Darkness falls Billboard:Live! Irivia 

Splatterball Rolemaster: the Bladelonds 

Virtual Pool Never.winter Nights 

. ...many more to come 





The; Price 


slew of enhancements 




; y introduces 4 new campaigns and a 
to the Heroes of Might and Magic II 
world. Control the course of an expanding empire in 
Descendants, or try your tactics against a horde of 
spell crafters in The Wizards Isle. Discover new 
heroes and artifacts as you explore and conquer 24 
new campaign maps. Log in and go head-to-head or 
team up with friends in 20 new stand alone scenarios. 

»j(h Two New Full Length Campaigns 

rlh Plus Two New ‘Mini’ Campaigns 

rk< New Cinematic Scenes Bring The Battles 
And Their Aftermath To Stunning Life 

d|h Dozens Of Enhancements Including 
New Heroes, Events, And Artifacts 


pt Mig^itand Magic; 

THE PRICE OF LOYALTY 


The 


EXPANSION PACK 

REQUIRES EUIi VERSION OF HEROES OF MIGHT AND MAGIC”' H TO PIAYJ 
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LOYD CASE* TECHNOLOGY 


Cracks In 
The Windows 

Microsoft’s DirectX: Promises Broken, Promises Kept 



U 


ttcr tlie word 
“DircciX" in a 
room fall of 
computer 
gamers, and 
yoti'll get a 
varieh'of 
reactions. 
Some will 
nod. knowing 
thill nireetX is the eollccth’c name for the 
set of softwiire interfiices used to create 
Windows 95 giiines. Otlicrs will scowl at 
\ oii..some Irecause theyscowi at any men- 
tion of Micnrsofl. others because of the 
bad memories some W indows 95 games 
ga\’c them o\'er various installation 
headaches —espccialK’ joysticks. Some — 
a .substantial minorit)'— will nin from the 
mom scrciiming in Icrmr, remembering 
how they hiid to eomplcidy reinstall 
Windows 95 and all their applications after 
trying to get something .so prrj.saic as a 
computer game to run. And finally a 
few— a .scant few— will smile happily, 


basing had wonderful experiences wilh 
eas\' installation and g(X)d gaming. 

Wdien Miemsoft .shipped the Windows 
95 Came SDK featuring the DirectX 
Application Programming Interfaces (APIs) 
nearl}' two )car.s ago, they \sere tning to 
deliver on a promise: a standard set of APIs 
that would make life easier for game devel- 
opers and iLscis alike. 'Ibe DiieelX APIs 
bas e delivered on that piomi-sc for develo|)- 
ers, though Dircct5D is slill .something of a 
question mark. 

Rut the ix)\s in Redmond made anoth- 
er big. and dceeptivcK' simple, [)romise: 
All you should hav e had to do w as slip in a 
CD-ROM. and the game would install 
and launch; no muss, no fuss. 

Bight. 

UnforiunateK', in their zeal in make life 
easier, they neglected to talk to very' many 
users, or e\'en keep up wilh what w'as going 
on in the world of DOS gaming. In truth, 
in the last kS moiith.s, DOS games have 
become remarkably easy to set up and nin. 
Several third ])arty companies offered tools 


foraudio. graphics, and installa- 
tion — and some were [rretly solid. 

Rv the .same token, DOS ilself is sim- 
ple and clean — there simply aren't a lot of 
layers of .software hidden undemealh. 

'Ihe upside of the arcane command line 
prompt is uncluttered simplicity, 

COMPLEXITY BEHIND THE EASE 

Wkidow's 95, on the other hand, has 
many layers, most hidden from users, mak- 
ing not only troubleshooting difficult, but 
also pcrfonnance tuning, 'Ihe penalty paid 
for ea.se of use is complex, intertwined lay- 
em of software. Don’t get me wrang— 1 
like Whidows 95 a lot, but remember. I’ve 
lieen hanging around computers for a long 
time (I can even s|Xill "UNIX"). 

Ironically, Whulows 95 wouldn’t be so 
painful for gamers if il weren't for DirecLX. 
Yes, these APIs that have made life easier 
fordevelopeis have become a nightmare 
for many users. Part of the problem is the 
open nature of the PC, w ith more possible 
hardware configurations than driv er writ- 
ers could ever 





DIREaX 3.0A FIXES MMX AND 
SETUP BUGS 

► If you rushed out and bought a spank- 
ing new system running the Intel P55C 
MMX Pentium, you probably experienced 


a double whammy running DirectX 
(i.e., Windows 95) games. First, 
the MMX DirectSD driver had some 
display problems. Second, your 
new MMX system probably came 
with Windows 95 service release 2 
(a.k.a. 0SR2). When a DirectX 3.0 
game was installed on a system 
running Windows 95 0SR2, it would rein- 
stall DirectX without asking every time. 

You can download the DirectX 3.0a update 
from Microsoft’s Web site, www.microsoft. 
Gom/mediadev/dowfiload/isdk.htm. 


dreum of. In 
DOS you had to 
w orry about three 
things; if your 
sound caal was 
supported, if you 
had enough 
lower DOS 
memory, and if 
your graphics 
cardluidaVKSA 
SVGA graphics 
driver. 

With DirectX 
vou need to 


ii Slip in 
a CD-ROM, 
and the 
game would 
install and 
launch; no 
muss, no 
fuss. 

Right, pip 
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worn' iihiuil nuilliplc versions of your 
W'lnclows gnipliics drivers, pliig-<ind-pl;iy 
headiichcs willi s'oiir sound card, geiiing a 
dediealed game eaal lo be recognized, 
wliclher or not networking conflicts witli 
voiir game. . .the list is seemingly endless. 
Kverv' lime \ ou solve one problem, anoth- 
er seems lo pop u]) to confront sou. 'Ihe 
DircclX inslatlalion routine just makes 
things worse. Wlso hasn’t sluidderec! at (he 
message "^biir video dris ers arc not certi- 
fied for l')ircclX. Do you want to install 
new dris ers?" 

IF IT AIN’T BROKE, DON'T 
OVERWRITE IT 

Of coiir.se, some game developers 
com])ouiKi lhepn)blem. One of the really 
nice features of Whidoss s 95 is CD-KOM 
,-\utoPlav. IJnfortunateK'. in their zeal, 
develo])ers have done reallv"fricndK ” 
things, like run the DirectX installation 
routine in a kind of auto-pilot mode, ha|> 
pih’ overwriting your carefully crafted, rea- 



DRIVER'S ED: EDITING THE 
REGISTRY DATABASE 

► In the old days, Windows 
kept all information on drivers 
and installed software in 
WIN.INI and SYSTEM.INI, While 
those files still exist in Windows 
95, the modern way is to edit 
the Registry database. This con- 
sists of two hidden files, 
USER.OAT and SYSTEM.DAT, 
which live in your Windows 
directory. 

The easiest way is to make 
backup copies using XCOPY or 
some other copying method. 

You should do this before 
installing a new Windows 95 
game or piece of hardware. 
Don't run REGEDIT, the registry 
editor, and use the export func- 
tion, If you make some 
changes, then re-import the old 
data (it’s only merged with the 



new stuff), rather than returning 
lo the old state. 

► The latest version of Norton 
Utilities has a registry tracker, 
allowing you to make multiple 
backups of the registry. In addi- 
tion, it supports the new FAT32 
file system and has some other 
cool features, so you might con- 
sider getting It. 

If you do. don’t run System 
Doctor by default, as it eats 
CPU cycles you might rather 
have for that demanding 
Windows 95 game. 


.soiiahlv'.stiihic Windows 95 configuratinn. 

Mien there s the is.suc of technical sup- 
l)oil. One of the promises Microsoft kept 
was lhal DirectX would help reduce tech- 
nical .support costs, a .serious issue iu the 
game biz. If you make a. single Icch .sup- 
port call, all the game company’s profit 
from that game you just bought goes out 
the window, hewer fcch support calls 
means hav ing fewer support engineers, 
low ered iufrastruetiire costs, and .so on — 
cvcrvhody’s happy. 

As anvonc who has pcniscd the Usenet 
news griHij)s or the game fomms in .some 
of the online sciMccs knows, tiic volume 
of,sui)port problems has seemingly 
increased. I’ve had lo walk several gaming 
hnddics through the hassle of download- 
ing and reinstalling recent drivers for flieir 
graphics card when a DirectX installation 
completely I lo-sccl flieirWliidows 95 iivslal- 
lalion —even the game wouldn’t nin. 

SEE BILL RUN 

' I hen there’s performance. Gates hiin- 
.sclf.said (he goal with l^ircctXisno more 
tlian a 1(1 percent pcrfonnance hit in the 
worst case— and in the best case, voti'd 
.see performance increase.s. It is line that 
some .svsteins using recent components 
actually do sec perfonnanec gains mn- 
ning Windows 95 games, but jirst as main 
users— .some with older hardware, some 
with new— liave .seen serious perfor- 
mance degraclaliou, .Sometimes it’s due lo 
oiildalcd drivers, hul olher times it’s a far 
more arcane prohlem. 

'lake the fact lhal Windows 95’s 
'I’ClVIP slack can eau.se voursvsleni lo 
pause every fewmimites because it's 
])olling for a Dvnamic I lost 
Configuration Protocol {D1 ICP) server, 
which supplies dv iiamie IPaddres,se,s. 
Some ISPs use D1 ICP to ration IP 
addre.sse.s, giving von a session-specific 
addle, ss in lieu of a fivecl one. 'tw o possi- 
ble soliilions are cither to use a fixed I P 
ad(lre.ss, which your ISP may not like, or 
in uii-hind TCP/IP from llie hlthcrncl 
card. 1 x))'cl Ckisc, the gearhead, lov cs dig- 
ging inlo ihis lv|)e<if technical stuff. But 
why should Ixiyd Case, the gamer, have 
to .spend his v aluable time w orrving 
about it? 



THEN THERE'S DIRE(T3D 

Wlieii Micro.soft bought Rcnder- 
uiorpliics, and with it, RcaliK' Libs (a.k.a. 
Direct5D), ibey bought a decent tool-set 
for writing real-lime, 3D gra])bics applica- 
tions. Ill fact, Diiecl3D(D3D) is one of 
tlie better software rendereis, meaning 
v'oiir .sv,steins CPU bandies the chores of 
turning 31 ') geometn' into images vou .sec 
on Ihe screen. Unfortunately, the world is 
mov iiiglo hardware 3D accelerators, 
where D3D’s perfonnanec i.s.spollv'. 

I laiclware vendors have evirrc.ssed dismav' 
ov'cr performance hits they've cnconn- 
lerecl (soinelimes upwards of 50 percent) 
running on D319 asoppo.scd to their own 
chip-specific APIs, 'lire most recent 
release of Cl .Ot ^AKlv. along with id 
Software’s ahanclonincnt of a D31,') ver- 
sion of their flagship 3D shooter, doe.sii’t 
bode w ell for i\ licmsoft’s 3D .API. 

Another prohlem is that D5D offers a 
somewhat rigid framework forgrapliies 
I larcivvare vendoi s to support, hor exam- 
ple, D3D (loesn'l make use of bus-master- 
ing direct memorv' acee.ss (DMA) to 
move data across the PCI bus. pulling 
cards which can use DMA, such as ihosc 
ha.sed on Rendition’s \'crite graphics chi]), 
al a disadvantage. 

LIGHT AT THE END OF THE TUNNEL 

Windows 93 gaming is not all that had. 
and works sur]xi.singl\' well most of the 
time. But it’s far from the panacea the 
markelcers al Microsoft promLsed (sur- 
prise. siiipri.se). I'rom many users’ ])er- 
.speeliv'cs, l^iieelX-based games have 
simpiv replaced one scl of headaches 
w ith a new, unfamiliar set of others. 

Over time, Windows 95 w ill evolve 
inlo a fully 32-bit operating svstem — iike- 
K' alxsorhing parts of Windows N'T in the 
[xocess — and the ciiiTcnt state of 
l9ireclX will get belter. But theie's still a 
long road ahead for all of us. 

As game designers become more com- 
foi lable wilh Ihe lools, and as Microsofl 
begins lo lake gamers more inlo aceoiinl, 
things will get belter. Until llien.reniein- 
her to keep your latest drivers handv', hack 
up voiir Windows rcgi.slrv' before 
installing a game, and inve.st in a good 
iin-iuslaller utilitv. 
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Free Mech Warrior™ 2 
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New high performonce drivers 


"The fastest, most complete low cost 3D card you can 
boy. Period.” PC Computing Dec '96. 


Do you crave bone crushing speed for your 3D games? 
Looking for the fasfest Windows and video performance? 
Then power up your Pentium with the award winning 
Matrox Mystique graphics accelerator - now priced at 
only SI 49 for 2 MB and $189 for 4 MBI 


Mystique's mind aitering speed is a combination of fast SGRAM memory, unique scatter gather 
PCI bus mastering and a fully optimized 64-bit design. With ali these advanced features, 
you'll be ready to fly, blast or tunnel your way through dozens of exciting 3D game ties supported 
by Mystique. Your DOS games will also be faster than ever. And your most demanding 
Windows and video applications will scream onto your screen at hallucinogenic speed. 

And now. Mystique pushes the limits even further with its new Matrox Rainbow Runner 
Studio companion card. Play your favorite PC games on a big screen TV. Edit your home 
movies right on your PC. Grab or send video images over the Net. And much more! 

Matrox's over 185 awards and twenty years experience in delivering breakthrough technology 
to customers such as Compaq, Dell, Hewlett Packard and IBM means you're getting the 
most innovative and reliable solution for your home. Matrox Mystique is what you need to 
power your PC into the 21 st century. 




1 -800-362-9349 http://www.matrox.com/lliga 



'Estimated street price for 2 MB. "Game bundle avaiiable with retail version oniy. All perloimence tests conducted by Melrox Greplilcs Inc. on a Dell Dimension P200 V configured with Intel PS- 
200 MHz. 16 MB of SDRAM and 256K cache. Matrox Mystique. Diamond Stealth 3D 2000 XL and ATI 30 Xpresslan + PC2TV were configured with 2 MB of momory lor the PCI bus using driver release 3.30. 4.03.00.2105 
and 3.0 respectively for Windows 95. Creetlve 3D Btasler PCI was configured with 4 MB ol memory for the PCI bus using driver release 1.01 for Windows 95. Wtnbench 97 business test conducted at 1024 x 768 resotution 
with 8-bil color at 75 Hz refresh using small fonts under Windows 95. Microsoft Tunnel test run at full screen 640 x 400 resolution with 16-btt color at default manufacturer refresh rate based on Gouraud shading, perspective 
correct textures, point sampled and z-buffer. 
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Push It, Click It, Pull It, Flick It: the New Crop 


I ■ ■■ al the most per- 
I B 1 1 sonal decisions 

m m gamers make Is 

their choice of controller. Everyone has 
an opinion, from those who demand 
the utmost realism to those who want 
a fast, comfortahie gamepad tor fight- 
ing games. 

A lew years ago, you could find a 
lew loyslicks (of varying quality) and 
maybe one gamepad for the PC; It you 
wanted anything else, you were out 
of luck. Then CD Products shipped 
their original yoke and rudder pedals, 
hut these seemed limited to the 
Microsoft Fubut Simbutor set. This 
began to change when Thrusimasler 
burst untu the scene with their origi- 
nal WCS— a combination analog throt- 
tle and button controller that intro- 
duced the concept ol HOTAS: Hands 
On Throttle And Slick. Other vendors 
realized that there was money to be 
made in controllers, and the trickle 
became a flood. This month, we’ll 
look at a variety of game controllers, 
but we’ll leave the high-end, hyper- 
realistic flight controllers, throttles, 
and rudder pedals for next month. 


PHOTOS BY JOHN POPPLEWELL 




CH Gamepad 

The Gamepad is 
CH’s first shot at 
the gamepad mar- 
ket. It’s a very 
basic, but sturdy, 
gamepad with a 
good feel and sim- 
ple controls. The button presses seem 
very solid and the response to trigger 
presses seems quick. The thumb dish is 
pretty tightly sprung, however, which 
can lead to some fatigue after pro- 
longed use. This solid, inexpensive con- 
troller is a good choice for people who 
only play the occasional arcade game 
against a computer. 

Pros: It’s simple, inexpensive, and has a 
good feel. 

Cons: It's too simple for some newer 
games and has no multi-controller 
capabilities. 

CH Gamepad: $29.95 
CH Products 
(617)598-2518 
www.chptt)ducts.Gom 



F or a long time, the only gamepad available lor the PC was 
the sturdy, limited, but inexpensive, Gravis Gamepad, 

Lately, though, with more arcade action bursting onto PC 
screens, a host of gamepads have landed on store shelves, entiC' 
ing players with dreams of snappy action and high scores. We tested these 
pads with FX Fighter, Raptor, and Firefight to gauge their capabilities. 


functions. A utility for 
programming comes with 
the GamePad, as does a 
copy of Bahle Arena 
Toshinoen, 

The only downside is 
that the buttons and 
thumb pad both feel soft 
and a little flimsy, and an 
overzealous gamer might wear this 
controller out pretty quickly. But the 
GamePad is very comfortable for 
gamers with larger hands, and is 
very affordable. It also offers easily- 
configured dual user mode with two 
controllers. Overall, it’s a fine con- 
troller for part-time arcade or sports 
title players. 

Pros: It's inexpensive, designed for 
larger hands, and responsive. 

Cons: Its overall feel Is somewhat 
soft, and it may not withstand pro- 
longed hard use. 






Creative Labs 
GamePad- 

Though known for 
their sound and 
graphics boards, 

Creative Labs 
offers an inexpen- 
sive, very easy-to- 
use digital 
gamepad for about S30. The 
GamePad is Directinput-compatible, 
and you can run two GamePads with 
a standard joystick Y-cable. 

In terms of game-play, the 
GamePad is very responsive, and has 
two index-finger buttons that can be 
mapped as third and fourth buttons, 
or can be programmed for different 


Creative GamePad: $29.95 
Creative Labs 
(800) 998-1000 
www.soundblaster.com 


L 




Gravis GrIP 

Gravis advertises its Grip as 
a gamepad system, which is 
a pretty accurate description. 
The street price for one of the 
Grip kits is over $100, but you get two gamepads and the 
multiport module for your money. 

While the gamepads themselves are responsive and 
quick, the Multiport hub is the real heart of the system. 
Refreshingly, it only requires a single game port connec- 
tion, but supports up to four GrIP-compatible devices and 
two standard joysticks. The pads themselves support an 
analog mode, so any game that uses an analog joystick 
can use the GrIP. However, when the GrIP is in digital 
(■'GrIP") mode, the pad can be programmed with key- 
strokes using a Windows 95 utility, GriPKey. If a game sup- 
ports Grip mode— many EA sports titles do— the pad is a 



little more responsive than in analog 
emulation mode, though the action is light 
and fast in either mode. The combination 
of easy multiplayer setup, nice feel, and a 
high degree of flexibility makes the Gravis 
Grip a real winner if you can afford the 
entry fee. 

Pros: Up to four players can use one module; it’s also 
light, with quick response. 

Cons: Pricey to get started, and there are cheaper single 
player solutions. 

Gravis GrIP: $115.00 (two pads and mulUport module) 
Grip kit: $29.95 (2 pads only; must own GrIP module) 
Advanced Gravis 
www.gravis.com 




APRIL 1997 


ccw 





Gravis Gamepad Pro 

I Last year when Gravis 
I shipped the GrIP, it got a 
I iot of attention for being a 
I great game controiler, but 
I its high entry price put 
I some people off. Gravis 
has now shipped an 
updated version of their venerable 
Gamepad, right down to the iittle 
. detachable joystick handle. It 
looks a bit like a lite version of a 
I Sony PlayStation controller 
I This gamepad felt very nice 
under my hands— it ms very responsive to 
I trigger presses and pad action. The assem- 
bly felt good in my hands, too; however, 

I those with larger hands might want to look 
elsewhere, as it is a bit on the small side. 

A flip of a switch will turn the Gamepad 
I Pro into a standard analog gamepad. It 
I comes with a dual-headed connector, so 
I you can add a second player easily, and you 
I can plug into the Grip hub where it’s fully 
I compatible. It looks like Gravis has come up 
I with a real winner. 

I Pros: Two picker support (more with GrIP 
I Hub), a good feel, and quick response. 

I Cons: Skimpy manual, and the gamepad 
I assembly is too small for larger hands. 

I Gamepad Pro; $34.95 

I Advanced Gravis Computer Technology 
I (604) 431-5020 

www.gravis.com 


Microsoft Sidewinder 

At first blush, the Sidewinder looks like 
a killer gamepad. It feels good to the 
touch, too, but extensive play reveals a 
couple of warts. First, it’s a Windows 
95-only controller. It will work with DOS 
games, but only if they’re launched 
directly from Windows 95. Since FX 
Fighter consistently crashed from Windows 95, we had to 
get a demo veision of FX Fighter Turbo (a Windows 95 
game) to test the Sidewinder Second, the Sidewinder’s 
action is solid and quick, but despite the seemingly 
ergonomic feel, my fingers grew weary after about 15 min- 
utes. However, one nice feature is the ability to daisy-chain 
up to four Sidewinders for multiplayer action. 

Pros: Easy setup in Windows 95, a good feel, and multi- 
player support. 

Cons: Can be tiring after long play, doesn't work in DOS, 
and is problematic with dedicated game cards 

Sidewinder Gamepad: $50 
Microsoft Com. 
(206) 882-8080 
www.miGrosoft.com 


— Thrustmaster \ 

Phazer Gamepad 

As with its 
joysticks, 

Thrustmaster 
has put its 
own spin on 
the 

gamepad, 
offering a fully programmable 
device in the Phazer. The 
Phazer has very light but pre- 
cise action, and it actually 
works reasonably well as a 
cmde driving controller. There 
are also switch-selectable set- 
tings for standard analog 
gamepad and fully programmed 
Phazer mode. 

Unfortunately, the Phazer is a 
little clunky to program, and 
occasionally programs wouldn’t 
take, even after downloads. 

Once you get it working with a 
game, though, you’ll probably 
like the feel, if you can remem- 
ber which control performs 
which function. 

Pros: It's programmable, has 
an analog throttle, comes with 
many options, and has a light 
control action. 

Cons: Expensive for a stand- 
alone gamepad, and its pro- 
gramming tools are finicky and 
too complex. 

Pliazer Gamepad: $69.95 
Thrustmaster, Inc. 

(563) 615-3200 
www.thmstmaster.com 


Catching the Next Bus: USB 

-| QQy is shaping up as a year when PCs sprout several 
I / new appendages. Intel’s Accelerated Graphics 
Port (AGP) will move graphics data off the PCI bus. But 
perhaps a more important arrival will be the Universal 
I Serial Bus (USB), which will most likely replace serial, 
parallel, keyboard, mouse, and joystick ports. With a 
USB hub on your desktop, you’ll only have to mn one 
USB cable down to your CPU box, a welcome change 
I from the spaghetti mess most of us currently endure. 

I Why does this matter to gamers? Anyone vexed by an 
I analog joystick whose calibration drifts after a while will wel- 
come USB, as will any gamer with multiple game controllers for 
different types of games. In addition, USB gaming devices should all but 
eliminate the CPU overhead that current analog gaming devices create. 


USB has two data rates; 1.5-Mbits/sec and 12-Mbits/sec. Game 
controllers will operate at the slower data rate, which is still an order of 
magnitude faster than current joystick ports. USB will also 
allow devices to be hot-swapped while your PC is on. It 
gets better: USB can accommodate up to 63 devices. 
Many new game controllers have digital input, and 
USB versions of them will most likely hit store 
shelves later this year. Logitech, Thrustmaster, and 
Alps (Alps Gamepad shown at left) have already 
announced USB devices, and others will follow suit. 
Should you wait for USB? If your system has Triton 
II CPU support logic, it’s most likely USB-ready with a 
BIOS update. Some companies have USB controller cards 
in the works for older systems. But, Microsoft has yet to pro- 
vide the key missing ingredient: Win 95 support of USB, which 
should come out later this year. If you want to wait for USB, save your 
pennies for a higher-end USB controller later this year. -Dave Salvator 
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Fast action and stunning realism — 
that's the promise of new 3D games and 
edutainment software. But if your Super 
Star Fighter jerks along instead of zoom- 
ing and your "terrifying" monsters are 
glaringly pixelated — face it. You're not 
having much fun. 

Don't fust ploy it... live it! 

With an Intergraph Intense 3D 100 
graphics accelerator on your PC, expect 
0 fabulous new interactive experience! 

Free! Full version of Rendition Ready " 
IndyCar If", CD-ROM shareware version 
of Rendition Ready Quake", and trial 
versions of Monster Truck Madness” 
and Hellbender" 



IndyCar II with SVGA Graphics 

Notice the [ogged lines and edges and the flot, dull colors. 
Where's the crowd? What are those blocky things in the 
background? Are you reolly into this race? 


IndyCar II with Intense 3D }O0 Graphics 

Now you're racing! See the detail on the next cor. Watch those 
rearview mirrors - that's real 3D! Notice the crowd in the 
stands and the mountains in the background. And how about 
that sky! 


Want to know more? Call 1-800-763-0242 or reach 


R 

p e ii d 1 1 1 II II 
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us on the Internet at www.intergraph.com/ics/i3d1 00. 


Intrfyraphxfvidic liilr:Krarlil'C*>3rvrn3arrvtllrwinniir)Q[UjJ [iiUicsc.tlrLMtriLloiarkttfiirCcfiyspIkl^inrsPni M.c&lcr'Ihidi StxiikiccsanclIlcit&radcrwvlnJc* 
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CHANGE 



THE WAY YOU 


GAME 


Ever tried to stay awake through those games that promise “complete immersion"? You know, 
the ones that make you sit passiveiy through a bunch of predefined video streams - or worse 

yet - subject you to cheaply rendered environments? NEVER AGAIN. 




Video rerlITV. 


introducing SouthPeak Interactive’s Video Reality.™ 
It isn't a game. It's the driving force behind a new 
breed of games. Immerse yourself in 360° of 
insanely realistic, completely seamless, ' 
motion picture-quality gaming. 


Coming soon to. CD-ROM 'garhes near you. 







There seems to be a lot happening in the joystick arena, with new sticks arriving 
almost daily. Since we weren’t testing high-end fiightsticks, we decided to play a little 
MechWarrior 2: Mercenaries with our joystick collection. Just for grins, though, we also 

took a spin in F22 Lightning 2. 


Eagle Max 

It'S nice to see a fresh face in the joystick game. 
At first glance, the Eagle Max seems like a clone 
of the Microsoft Sidewinder Pro, but closer 
examination reveals an interesting rocker switch 
on left side of the base and a better-feeling, 

contoured han- 


X-FIGHTER 


TOP GUN 


Thrustmaster 
X-Fighter/Top Gun 

I The X-Fighter and Top Gun 
flight sticks are the latest 
embodiments of the original 
1 Thrustmaster FCS. These 
I sticks are modeled after the 
j flight stick in the F-4 
I Phantom, one of the clas- 
I sic jet fighters of all time. 

: Both sticks just feel good to 
j the hand, although the X- 
I Rghter’s massive base and 
I full-sized stick gave it the 
I edge in our eyes— but it 
I costs more, too. 

I For those with smaller hands, the Top Gun 
I is a nice, 2/3 size incarnation of the X- 
I Fighter, with the same features, but a small- 
I er base and somewhat lower-cost compo- 
I nents. Our biggest problem with either of 
I these sticks was the seemingly variable dead 
1 zone (the area in the center of the stick that 
represents “no input" to the game). Also, 

1 the action of the sticks felt a bit imprecise, 
which made targeting in Mercenaries a bit 
I challenging, but in F22 1 had no problems. 

Pros: These are the latest versions of FCS— 

I with lots of game support, a weighted base, 
and a good hat. 

Cons: The action is imprecise, and the dead 
I zone is randomly variable. 

X-Fighter: $59.95 
Top Gun: $39.95 
Hirustmasler, Inc. 
(503) 615-3200 
www.Uimstmaster.com 


die. The stick 
has a nice 
action, but 
the potentiome- 
ters seemed a little on the jit- 
tery side. The tiny view-hat con- 
trol behaved inconsistently as 
well. The programming tools 
w/ere easy to use, and the rock- 


er switch was very handy: we set it 
up as the reverse key for 
Mercenaries, so it was very easy to 
switch directions in the game— this 
was great when used in combination 
with the built-in throttle wheel. 

Overall, the Eagle Max feels like a 
very solid first effort, 

Pros: it has a light feel, good centering, and easy pro- 
gramming. 

Cons: The action is a bit jittery. 

Eagle Max Programmable Joystick: $59.95 
Act Laboratory, Inc. 
(604) 278-3650 
www.actlab.com/gamegear 


Gravis 

The Gravis Blackhawk is a nice, light, low- 
cost 4-button joystick. It works well, has a 
good feel, and has a throttle wheel, though 
it lacks a viewpoint hat. One weakness is 
that it feels a bit too light, and those who 
are, shall we s^, highly enthusiastic, might 
be a bit hard on this one. Overall, however 
it’s a solid, low-cost stick. 

Pros: Good feel, Inexpensive. 

Cons; It’s a little too light, and lacks a view- 
point hat. 


Biackbawk 
JoysUck: $34.95 
Advanced Gravis 
Computer Technology 
(604) 431-5020 
www.gravls.com 


Gravis Firebird- 


Gravis first entered the programmable 
joystick market with the Phoenix, a stick 
that still enjoys a near-fanatical following 
among some game players. The Firebird 
was a slightly less expensive version that 
retained most of the features of the 
Phoenix except for the twist control. 
Gravis has updated the Firebird by 
adding the same contoured handle as 
the Blackhawk, and it feels much more 
comfortable to the hand than the 
original Firebird. 

Unfortunately, there were some 
odd problems, mainly having to 
do with a lag between pressing 
the trigger and the associated 


cew 


weapon actually firing. This is somewhat 
disconcerting, and caused at least one 
involuntary ejection from my BattleMech, 
The programming tools are DOS-based, 
but very easy to use. 

Pros; Improved grip and easy program- 
mability. 

Cons: Trigger delays, and the joystick 
has jittery action. 


Firebird 2 Programmable 
Joystick: $89.95 
Advanced Gravis Computer 
Technology 
(604) 431-5020 
www.gravis.com 





is to 


gaming. It has ten programmable buttons. Two-player 
action. High-speed digital response. And it’s compatible with all of your favorite 
DOS and Windows'®95 games. As well as your existing hands and fingers. It’s 
console action for your PC. It’s what you’ve been waiting for. Check it out 
today. And start playing games the way they were meant to be played. 
Get GamePad Pro at your favorite store or call us at 1-800-257-0061. 
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begins the awesome 

architecture begin ^ 

S^iia llaSS the teotoo- 
eoirgeoisij wto^attatp^^^ 

technologists are 

ately trying to make them ^ 

Sfo^cffs'good enough. 

w<=l 1 it is not ! This _ 
naked, 

of gamers has gone onja^r to^o^ 

Efemtfeate instr^ent 
PowerVR technol 
declare that the 
game experience on 
be our domain . 


COMPAa 

namca 


\^s\o K;idcoV-o«3'«^ 


Vo\'>. 











Tree yourseli' i'rom the tyranny oi' 
their inierior 3D experience. 


eomihg to a close. 

exhausting ^ncreiitlc teohnologj h 

emerged from the ruins. 

PowerYE™ is more than a new 3B solution. It is a hammer, 
"to smash the stale PC game experrence. 

aamers, hoist .up ^fs 

XmTt' group oi gamers in history to transcend 
thf bleakness of the existing 3D experrence. 

We are pouring gasoline on the creation. 

intense 3D graphics is not a grit. ^ . 7 - 7 - 7 ^ 

It’s a birthright. { T?0yif 

pe /« r/^ g6K\e. 


The world’s leading computer makers are 
building a PowerYE future, iiore are pickly 
joining the iiovement. You’ll know the^’ re one 
oi' us if they ilash the PowerYE Heady sign. 

riaraco, Sega Entertainment, Kalisto, Vic 
Tokai and others are bringing forth the most 
awesomely intoxicating games. Accelerated, 

; Enhanced and Extreme certifications demon- 
strate support. 

This is the dawn of high res and high frame 
rates with full Z—buffering. 


Bilinear filtering, blazing 
polygon rates for the 
smoothest 3I> experience at 
800x600 and beyond. Even at 
resolutions this high, PowerYE 
keeps its full feature set ? 

real-time shadows, 32 -bit on- 
chip hidden surface removal, j 
[light volume rendering, trans- 
parency and fogging effects, j 

Eevolt against hardware that doesn’t carry 
the PowerYE Heady sign. (1-800-366-9782) 

www.powervx . com 

The Eeo Healitarian liovement has begun. 


<51997 rBC lileotrooics Ins. All tradenarku and logos are 


property of their respeotive holdersi 
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There are a few controllers that don't easily fit into other categories, but certainly have their place. 
With 3D shooters coming out of the woodwork, a new host of curious controllers have come to market 
providing alternatives to the traditional keyboard/mouse combination. Also, a gaggle of driving titles has 
helped usher in several driving controllers, bringing a little more realism to these games. Depending 
upon your gaming tastes and budgets, you might want to check these out. 


SpaceOrb 360 

I At first glance, the SpaceOrb 
I 360 looks like a gamepad wit 
a cancerous tumor on one cc 
ner where the pad controller i 
In fact, the ball that takes up 
quarter of the left side of the 
controller offers a full six 
degrees of freedom— fancy language meaning 
that the controller works in 3D space. 

The SpaceOrb takes a lot of 
but if you’re heavily into 3D shooters, thit 
be iust the controller you want. My most 
ing issue with Quake, for example, is iookinc 
and down while moving. SpaceOrb’s Quake 
allows you to free-look while running in circles, 
jumping up and down, and shooting. 

The initial learning curve is steep, 
though, because the ball is quite 
sensitive, and operates in every 
direction. You definitely need to 
develop a light touch. Until you 
get the hang of it, it's very easy 
to over-steer, which in Quake or 
Dm 3D means a toe-tag. 

Another reason for developing a 
light touch is to prevent your left 
hand from getting fatigued. 

There is one other problem with the 
SpaceOrb 360; After playing Duke and Quake with 
the SpaceOrb for a while, it will be very, very diffi- 
cult to go back to the keyboard and mouse.... 
Pros: It’s a true 3D controller that works 
very well in 3D shooters. 

Cons: Steep learning curve, and it 
needs a serial port. 

SpaceOrti 360: $99 
Spaceloc IMG 
(506) 970-0330 
www.spacete 

Powerramp 

The Pcwerramp looks like one of those 

arcade control platforms 
available for a number of con- 
sole game units. It uses only a 
keyboard pass-through (no 
game port needed). You can 
program it with the keystrokes 
you want (as with the Eagle 
max, up to 10 keystrokes per button) or you can 
download a preset program. It’s a fun controller for 
games like Tomb Raidefi and other 3D shooters. 
Pros: It uses only a keyboard connector, and has 
easy programmability. 

Cons: Its keystrokes occasionally lag. 

Powerramp Arcaile Controller: $59.95 
Act Laboratory, Ino. 
(604) 278-3650 
www.actlab.coni/gamegear 


Grand Prix 1 

Thrustmaster pioneered the 
concept of HOTAS for flight 
controllers. 

Now they’ve 
brought that 
concept into 
the relatively 

low-cost Grand Prix 1 racing 
wheel. All you need for most dri- 
ving games is on the main base, 
including the wheel itself, two trig- 
ger buttons (duplicated on the 
wheel) and a pair of paddles 
vaguely reminiscent of dri- 
aidsfor the disabled. 

After using il, though, 

I would be reluctant to 
return to a more traditional 
driving wheel with foot pedals. 
Once jflDU get used to the paddles 
for throttle and braking, the driving 
wheel is very easy to use. It 
only took about half an 
hour to get up to speed 
IndyCar 2, a game that 
has always made me feel like I 
needed to go back to driver’s ed 
class. If having all the controls on 
the wheel doesn’t bug you, then 
check it out. You might be 
pleasantly surprised. 

Pros: Hands-onty throttle 
and steering for the dri- 
ving set. 

Cons: It’s not the most realistic 
driving controller 

Grand Prix 1: $89.95 
Thrusimasler, Inc. 

(503) 615-3200 
www.thrustmaster.Gom 


First-Person 
Gaming 
Assassin 

Another new 
kind of controller 
is First-Person 
Gaming’s Assassin, 
which has been designed pri- 
marily for first-person shooter games like Quake, 
Doom, and Duke 3D. The Assassin resembles a 
track-ball, but connects to your joystick port, and 
is used together with your joystick, which is con- 


nected to the unit. Assassin’s configura- ^ 
tion software is DOS-based, but pretty straightfor- 
ward, A Windows 95 Directinput driver was in the 
works at press time. Also, documentation is 
detailed, with setup instructions for a dozen titles. 

Like Spacetec’s SpaceOrb 360, we had to get 
through a learning curve before the Assassin got 
really fun. On the upside, Assassin provides excel- 
lent free-iook control, allowing minute move- 
ments in Quake and Duke 3D, handy for 
shooting through those hard-to-reach 
places. 

If you’re a hard-core action 
gamer; you m^ want to consider 
the Assassin as a tool of the 
trade. 

Pros: Allows very smooth free- 
looking in 3D shooters. 

Cons: Somewhat steep learning 
curve, and it requires editing of config 
t files for each game, 


First-Persim Gaming 
(510) 264-9577 
www.fpgamjng.com 

Warrior 

glance, 
the Wingman 
Warrior looks 
like a fairly 
standard flight 
controller; until 
ce the 

The knob is used to spin 
character; which makes the Warrior 
r 3D shooters. It was a gas firing up 
Duke Nukem 3D with the Wingman Warrior setup. 
The stick is configured so that side-to-side action of 
the stick strafes (i.e., side-steps) while the knob 
spins you around. This makes for some 
very interesting tactics, like being able 
to easily run in an arc while main- 
taining your target acquisition. Bear 
in mind that it does require a free 
serial port, but it will not interfere 
with a mouse on another port. 

The only downside, other than 
the use of the serial port, is that 
the documentation is spotty and 
inaccurate in a couple of cases. If 

into 3D action games, you 
a close look. 

for 3D shooters and easy 

setup software. 

Cons: So-so as a flight joystick, and it requires a 
serial port. 

Wingman Warrior $99.95 
Logitech, Inc. 
(510) 795-8500 
www.logilech.Gflm 
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I deal for the whole family, the Micron"' Home MPC offers a full set of features and software bundles for exciting 
home computing. 

► IMPROVE MULTIMEDIA PERFORMANCE with a 64-bit graphics accelerator with 3D and MPEG capability for vivid 
graphics and sharp, smooth video and a 16-bit sound card with speakers for vibrant sound. 

► EXPLORE THE INTERNET with a fast 33.6 modem and Microsoft^ internet Explorer® Web browser. 

► ENJOY EXCITING SOFTWARE bundles, including the Microsoft Home Pak and the Micron Family Pak. 



Pentium 


HOME MPC™ P166 


HOME MPC™ P200 I 


I Intel I66MH2 Petiliutn’ processor 

Intel 200MH2 Pentium processor I 


• 5l2l(Bj)yinebuislmlie,{lQsiie!0S 

• mmm 

•2,lGBE10Eliorddrivs 
<m EIDE CD-ROM drive, 3.5’ flopp/ drive 
'] 6-bit slereosoerid or' 
.33.6(ox/iiiodeni,spe 

• Hkmefl^Phoretele] 



•Quiiken^EiwolPGHukker Deluxe, 

Quicken Einoii(iD!Plonner-,QukkenPorent5' Guide lo 
Money', Quicken FumilyLowyerdfreeTurboTax' 

• Fiiiiffiltly Dr, Seuss,Iliiiliii' Mills- 
Collection 1, Eoiliiwoiin Jin' ond Mechworrior’ 2 


y- ond CompuSeive'- liiol memliersliiiK 

• PCI 64-bil 3D video, MPE(i,2M3 EDO RAM 
isploy} 


Truck Modeless'' and CD sampler 
pr S-yeof/O-yeor Micron Power'" woriont’v 


• 15’ Micron I5PGx,,28dp (13,7’ disploy 
•Tool-free miniloweroi desktop 

• Mirrosoft Mouse, 104-key keyboord 

• Microsoft Wndows^ 95 ond MS- Plus! Cr 

• Microsoft Works CD 


*L799 


Willi IxkI ZOOMHi Penlium piK!i»i iilil'ZOO 


512RB pipeline burst cocfie,flosh BIO! 
32M8 EDO RAM 


• 512R 

• 32M8rt. ... 

• 3.IG8 EIDE bard drive 
•12XEIDE CD-ROM drive, 3.5" lloppy drive 
•32 voice woveloble stereo sound cord 

• iib fax/modem, speakerphone, voice moil 
•Microsoft Phone telephony sollwote 

• Inleinel ready: SPRyflETinlernettriol 
memhership, Microsoil Internet Explorer 

• America Online ond CompuServe trial mi 

• PCI 64-bil 3D video, 

• 17'.Mkronl7FGx,.: 


Guide to 
Lawyer and IreeTurhoTox 


MoStcI Madness cind CO sampler 
memberships >75-yeaf/3-year Micron Povrer warranty 
.immWh 

^2,599 

• Microsoft Mouse, 104-key keyboard ' 

•Microsoft Windows 95 and MS Plus! CD 

• Microsoft Works CD 

• Syslein Soft SysJemWratd application lor 


Wih Inid I66HH1 Peniium prwesici u-buwl 'iOO 
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I deal for experienced users, the Micron Millennia MXE integrates the award-winning Micron Millennia platform with the advanced MMX’"’ 
technology from Intel. 


► IMPROVE PRODUCTIVITY with performance-enhancing innovations like the Pentium® processor with MMX technology and 
32KB level-1 cache. 

► IMPROVE MULTIMEDIA PERFORMANCE with the advanced sound, graphics and video features of the Pentium Processor with MMX. 

► IMPROVE COMMUNICATION CAPABILITY with special enhancements on the new Pentium processor that accelerate existing and 
emerging communication hardware and software and improve your Internet and intranet experience. 


MILLENNIA” MXE P166 


I Intel I66MH1 Pentium^ processor with MMX” 


BIOS 


• 512KBpipelineburil cache, Hash BIOS 
•16X EIDE variable speed CD-ROM drivi 
•100MB Iomega- Zip' drive 

• 32 voice wavelaale r •' 


'6,3.5" floppy drive 


stereo and cord with speokers 

• PCI 64-hil 3D video, MPEG, 4MB EDO RAM 
•Tool-free minitower or desktop 

• Microsoft- Mouse, !04-key keyboard 
•Microsoft Windows* 95 and MS* Plus! CD 


XcitementPok: POD', Adobe* 

I nuii;uciu»e' Billboord* Music Guide, Blockbuster 
Enlertoinmenl' Guide and Eraser Turnobour 
y 5-year/3-year Micron Power“ worronty 

•16MB EDO RAM 
• 2.1GB EIDEydrive 


’1,999 


• 32MB EDO RAM 

•lIGBEIOEbaiddrive 


’2,299 


’“s ,, ’2799 

.irfconiift WtiisripM 

• Miuosoft Office (Ds Bus. laose ’95/mo, 

With Imtl tCmUHi PtAlhiai fiKm tiih MCI odd 'tOO 


MILLENNIA” MXE P200 PLUS 



:Sk».* ‘2.699 

•fasofiMsCD Bii5.bs8'92Ao, 


• 32MB EDO RAM 
•4GB Ultra SCSI y drive 
•15' Mi(tc9ii5FG):,.28dp 113.7' display) 
•MictasoflOlii'ie CDs 


'3,199 

Bui. leoie ’109/Lio. 


•64MB EDO RAM 
• 9GB fast SC5l-2y drive 


•I7’H™l7PG«,,26dp(15.B'disp[oyl 
• faollOllKeCCs 


’4,399 

Bui. Icoso'ISO/mo. 


Wiih hlel 14i HHi feitlon pitKessor nilh WW siAtat ’100 



MICRON ELECTRONICS, INC. 

888 - 669-0972 

www.mei.micron.com 
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^ ENJOY WORKSTATION-LEVEL PERFORMANCE with 32-bit capabiiity, dual Pentium® Pro processor design, SCSI technology and the 
Microsoft® Windows NT® operating system. 

► UTILIZE THE INDUSTRY-STANDARD PC DESIGN for compatibility with emerging specialized and mainstream 32-bit applications and a 
performance capability similar to RISC-based workstations. 



• Supports dual Intel 180MHz Pentium 

•25Et3 L2tflche, flash BIOS 

• 12X EIDE CD-ROM drive, 3.5" floppy drive 

• 1 6-bit stereo sound and speakers 

• PCI 64-bIt 3D video, MPEG, 

4MB EDO RAM 

• Tool-free minitower or desktop 

• Microsoft® Mouse, 104-key keyboord 

• Microsoft Windows® 95 and MS® Plus! CD 
y 5-yecr/3-year Micron Power'" warranty 


•16MB EDO RAM 

• B.ISB [IDE hard drive 

• 15'Hi(r(!nl5fGx,.28dpll3.rdisploy) 
•lili'acsoftWoilisCD 


• 32MB EDO RAM 

• 4.1GB EIDEhord drive 

• l7'tai7fG)!,.2idp(I5.B'di5ploy) 
•HirrosaflOffite CDs 

Witfi 2nd Inftl I lOUIti Pentiijiti Pit 

ilh MiifKoft Winte NT Woiliiliiiion CD 


‘ 2,199 

Eus. lease 75^0. 


‘ 2,699 

Eus. leose '92^o. 
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1 Dual Intel 200MHz Pentium Pro orocessors 1 


• 256KB internal L2 cache, flash BIOS 
•PCI 32-bil llltfo SCSI Fast-20 controller 

• 12X SCSI CD-ROM drive 3.5” floppy drive 

• 16-bit stereo sound ono speakers 

• PCI 64-bit 3D video, MPEG, 

4MB EDO RAM 

• Tool-free minitower or desktop 

• Microsoft Mouse, 104-key keyboard 
•Microsoft Windows NT Workstation CD 

• Microsoft Office CDs 

^ 5-yeor/3-year Micron Power warranty 


•32M8EDORAM 

• 2GB Ultra SCSI hold drive 

• 15'Hi[toiilSfGx,.2fidp(13.r display] 


• 64MB EDO RAM 
•4GB Ultra SGI hard drive 
•Wkm 17fGx,.26dpil5.8'disployl 


•128MB EDO RAM 
•9GB fast SCSI-2 hard drive 
*2rMi[too2lfG*,.24dp 120.0" disployl 


‘ 3,699 

Bus. lease ‘126^19. 

‘ 4,499 

Bus. lease ‘IS3 /to. 

W 

Bus. lease ‘201/nio. 


• 900 E. Kcrcher Rood, Nompo, 10 83687 

• Moa-Fri 6am-10pm Sol 7am-5pm (MT) 

• Internolionol Soles Hours: Mon-Fri Gom-Zpm (MT) 

• Phone: 208-893-3434 • Fox: 208-893-3424 

• Purchase Order Fox: 208-893-8992 

• Teclinkcl Support Available 24 Hours / 7 Days 

• Technical Support Phone: 888-flX-MYPC 

• Technical Support E-mail: techsupporl.niek@micron.com 
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READER QUOTES 

DEADLOCK 

Like O.J. slapping a 
female reporter and saying, 
'How dare you ask if I ever 
hit Nicole,’ the CG Rating 
for Deadlock was FOUR 
STARS (Dec, ’96)! Hello!? 
How can a game that lacks 
even the slightest hint of 
single-player entertainment 
be handed a four star rat- 
ing? Was everyone too 
amused by the pretty pic- 
tures? The single player 
diplomatic engine is a joke 
that doesn't even warrant a 
"harrumph!” 

The research pool is 
about the weakest I’ve 
seen. Every species has to 
research the exact same 
technologies quickly in 
order to get ahead. The 
technologies don’t vary in 


the slightest from species 
to species, which I find 
ridiculous. The strategic 
research element of game- 
play is basically given the 
finger— Dam/e/7 Fo/etto, via 
the Internet 

ARCHIMEDEAN DYNASTY 

I guess maybe you are a 
bunch of wimps when it 
comes to good games that 
are a challenge. I believe 
you won’t touch [AD], 
because you’re not good 
enough to play a game that 
poses this kind of chal- 
lenge, The story line is 
excellent and certainly the 
graphics are pretty darn 
good.— G/e/7 Lee, Kents 
Hill, ME 

See our review of AD this 
month— CG Wimps 


STAR TREK: BORG 

I recently purchased Star 
Trek: Borg from Simon & 
Shuster. It failed to work 
properly, giving me audio 
only. When I called the 
company about this prob- 
lem, I was informed that 
they didn’t have a solution 
yet.— Terry Stewart, 

Chino, CA 

MYST 

I like Myst, Why do you 
guys hate Myst so much? 
Your contempt for the game 
almost seems personal, like 
the creators of Myst slept 
with your spouses or some- 
thing,— Ke/W Brush. 

Los Angeles. CA 

Is that where they went? 
Now we really hate them. 
-Ed. 


Review Quote 
Of the Month 


"At Lowe outdid 
himself by naming 
a big-breasted 
mother/daughter 
country music duo 
'Wydoncha and 
Nailme 3ugg."' 

— Charles Ardai, 
reviewing Leisure 
Suit Larry 7: Love 
For Sail! 


HOW DO WE RATE? 


We only review finished products, not pre-release versions. The ratings are as follows; 


Outstanding; 

The rare game 
that gels it ail 
right. Hie graph- 
ics, sound, and 
gamepi^ come 
together to form a 
Transcendent Gaming 
Experienca Our strongest 
buying recommendation. 


Very Good: A 

high-quality game 
that succeeds in 
many areas. It 
m^ have minor 
probiems. but is 
si worth your mon^, 
especially if you’re inter- 
ested in the subject mat- 
ter or genre. 


Average: A 

mixed bag, it can 
be a game that 
reaches for the 
stars, but faiis 
short in several 
w^. It can also be a 
game that does what it 
does weil, but lacks flair 
or originality, 


Weak: A game 
with serious 
probiems. 
Usually buggy, 
seriously lacking 
in p!^ value, or 
just a poorly-conceived 
game design-you 
should think iong and 
hard before buying it. 






Abysmal: The 

rare game that 
gets it all wrong. 
This is reserved 
for those prod- 
ucts so buggy, ill- 
concei\«d, or valueless 
that you wonder why th^ 
were ever released in the 
first place. 





ADVENTURE/RPG 


-A-k-ki REVIEW • LEISURE SUIT LARRY 7; LOVE FOR SAIL! 




Price: $54.95 
System Requirements; 
486/DX2 66 or better 
processor, Windows 
3.1 Win 95 or MS- 
DOS, SMB RAM for 
DOS (12MB for 
Windows 3.1 or Win 
95), 22MB hard disk 
space, SVGA graphics 
card, 2x CD-ROM drive 
(4x recommended), 
mouse, Sound Biaster- 
or Windows-compatible 
sound card. 
a Of Players: 1 
Protection: None (CD 
must be in drive). 
Designer: Al Lowe 
Publisher: Sierra On- 
Line 

Bellevue, WA 98007 
(206) 649-9800 
Reader Service if: 317 


The Lust Boat 


Leisure Suit Surry Takes His SaityAct to Sea, but is the Series Sinking? 




By Charles Ardai 


F ans of Sierra s long-running 
L,i';isiiiU'', Suri' 1 Aiutv series 
will be glad to hear not only 
that there is a new game 
out— Lt'isiiiU' Sun LxRRY 
7 — but also that it ends with 
a promise b)’ the dc.signers to 
deliver, in shori order, 
ij'iisuRh; Slut lARitvS. Isvcn 
though fre,sh material and 
ideas don’t appear to be in great supply, 
Sierra kcc|).s churning these games out. 

Installment number seven is subti- 
tled Lovii l'’OR S.ML! and is set on a 
cmise ship. Number eight is referred 
to, variously, as I .list In Shack and 
Lk IS lIRts SL'IT [..ARICi- Ic\i’lX)Ri;S Urvnlis, 
and seems likely to be set on a spaecship. 
By the lime Sierra gels to I .KISI JRK Si Ti' 
Larry 10, or 20, or 30— and I have no 
doubt thev \\ ill — good old number seven 
will surely be remembered only as the one 
on the boat. 


SHIP OF FOOLS 

And real!)', what else can \'ou say about 
it? It's just the one on the boat. Hie storj’ is 
the same as in all the other titles: A nai\e, 
balding loser stniggles to score with tlic 
chicks, ’Mk' themes are rclentlesslv sexual, 
but the atmosphere is more masochistic 
than erotic. 'Hie female characters arc 
raunchy, busty caricatures out of an ado- 
lescent’s wet dream, with Mad magazine 
names like Drew' Bariiigmore, Annette 
Boning and Jamie l ee Coitus, 'llic male 
characters are mostly inlerchangeabic 
hunks of beef with names like Rod, Dick, 
andjohason. 

Characters w-ho do stand out do so only 
for their oulragcoirsness: a foul-mouthed 
lady pirate named Reg, whose e\ety third 
word is bleeped; a sv\ish\’ male ];urser 
named I’eler, in whom are aggregated all 
the cliches about gavr; from the past two 
decades of teen .sex flicks; a passenger who 


pa)s his way by making 
balloon animaLs, all of 
which come out looking 
like phalliKscs; and so on. 

Is it funii)' stuff? Sure, some of it is, 
tliough a lot of it doc.sn’t go beyond .snig- 
gering at diit}'-,sounding words ai id juve- 
nile gross-out humor (I low' do you clear a 
crow'ded casino? Rat some bean di[) and 
let ’errip!). SurcK’ this sort of thing would 
be more at home in "Bcasis and Butt- 


head" than in LKl.SURi'; Sliit Lwm. 
But ev en the funnv stuff is, bv and 
large, predictable. Loat: P’or S.ail is 
a clc\ cr pun, and some of the char- 
acter names are brilliant (/M Low'e 
outdid himself by naming a big- 
breasted mother/daughter country 
music duo AVydoncha and Nailme 
Ju^”), but otherwise most of the jokes are 
the obvioiLS ones vou’d come up w'ith if 
asked to imagine a Liirry game .set on a 
ship; “blow' the man down,” "tharshc 
blow's,” “long and hard and full of sea 
men,” “vo, ho,” and on and on. Is there 
anvone not still in grade school who will 
find these jokes fresh and w itty? 

THE QUICKER PICKER-UPPER 

,-\ll the game’s action (a.s it \s ere) takes 
place on tlic RM.S. Boiintv, a “I .ove 
Boat”-sh'le cmise ship under the com- 
mand of the beautiful Captain dliygh. 
Each week, the caplain chooses a different 
male pa,ssengcr as her consoii on (he basis 
of his athletic piow'cs.s, .sexual skill, talent in 
tJic ca.sino, culinary' brilliance, and fashion 
sense, dlie winner is awarded the’lliygh’s 


w DOUBLE THE PLEASURE Larry has his hands full again in Al Lowe’s latest R-rated joke- 
I fest. Here we meet country/westem mother-daughter duo The Juggs, 



THINK FMV SUCKS? 
THINK AOAIN. 



Think about fast, seamless 
15 frames per second 
video- even on a 2X drive! 
Think about an Immersion 
Engine™ projecting live 
action so fast you'll 
make split second 
decisions just to 
stay alive. Think 
about 5 CD's 
packed with 


adventure, puzzles and 
special effects! It's all in 
A Fork In The Tale™ 
-the new game that's 
so fast, so interactive 
you're killed 6 times in 
the first 10 minutes. 

If this game doesn't 
change the way 
you think about 
FMV* nothing will! 


* Full Motion Video 

NOT CONVINCED? GET THE FREE DEMO. 


YOU’LL MEET THIS GUY. HE’D LOVE TO REARRANGE YOUR JAW WHILE 
SETTING YOU STRAIGHT. CALL 1-888-GET-DEMO WHILE SUPPLIES LAST! 



Yeah, they're beautiful babes These marauding kingsmen Up for a little face stomping? 

in fur bikinis. (Unfortunately, need a hand. (Your hand! (Before Geebo-yeah you 

they want to kill you!) And then they’ll kill you.) guessed it - kills you.) 




Ttianks to ms and half' a dozen other outrageous stand-up 
comedians, there are so many laughs in A Fork In The Tale 
that FMVnow stands for Funny with My Voice!" 

CIRCLE READER SERVICE #048 


A FORK IN THE TALE. 

A HILARIOUS LIVE ACTION ADVENTURE. 


Starring funnyman 
Rob Schneider as the 
voice of the hero. 




3 .. 

Call 1-800-771-3772 
for Game Rating Information. 


www.anyriver.com 


AnyRiver Enterlainment-- and A Fork In The Tale- are trademarks of AnyHiver Entertainment, Inc, Immersion Engine- is a trademark of Advance Reality interactive 
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\'l;m 'Impliv. Oiirbn\' I iirr\' wauls to 
spuncl a week caiisiiig oi i ll le caplain, but 
he has liis work cut out for him since he 
can’t bowl, is no good at horsesliocs, only 
Ihiiih he’s a great lo\’cr, ihiovws snake eyes 
at tlic cra[)s tabic, doesn’t cook, and w ears 
poK'cstcr outfits dial date Ijack to the first 
time John 'Ihnolta was popular. 

LARRY DOES MAC6YVER 

'Ibat’s the basis of the game’s pii/ylcs: 
Oncwayoranotlier, l.arrj'lias to win 
each event. 'Ibis means turning the horse- 
shoe pole into an electromagnet (so that it 
draws his horseshoes to it), persuading a 
sexually supercharged stand-in to have sex 
with the 1 /weniaster 2000 robot in his 
place, ehemieally treating the bowling ball 
and ])ins to make tliem more responsive 
to one another, making some .special no- 
lose dice, whipping up a quiche that w'ill 
drive three celebriU' judges into an orgas- 
mic fren/)', and comineing the world of 
luiule eouhire that leisure suits are the 
height of high fashion. 

'lhat w ould be plenty to do in one 
game, but it’s not all j ou lia\'e to do. 

1 here are also a half dozen w omen other 
than the captain, and to finish the game 
1 iiriy has to make time w'itii every' one of 
them. 'I here’s aLso a mysterious woman in 
black, who hires von to kill her husband. 

In the game’s most dista.stefnl sequence 
\ou do just that. b\' jumping into the old 
man's bed and humping him to death 
(1 ;iny then spends the rest of the game 
iasisting that he’s not homosexual). I cer- 
tainly could have lived w'ifhout liial. 


LOWE BROW 

If you're a long-time adventure gamer, 
you’ll recognize some familiar Al l.owc 
touches in the above de.scription. /\sidc 
from the !i[>smaeking delight in smulli- 
ne,ss, there’s the use of a single, fairly small 
emironment to contain all the action (the 
entire ship com])rise,s onh' about twenty 
loc-atious) and the abundant interlocking, 
multi-stage puzz,les. 

l iowever, the territory' the game covers 
is familiar for other reasons as well. I 
already mentioned the “beavis and Brrtl- 
head” o\'ertoncs; the game also draws 
inspiration from earlier games such as 
Ste\e Meretzky’s SriciLOVS'iiNf. 301; 
Si’W.\c; Bni'.\K and from ' I V shows like 
‘'Ihree’s Com])any,” which also featured a 
nai\e, balding lo.ser named 1 iiny' w'hose 
.sole goal w'as to sct>re w'ilh chicks. 

As it happens, thoirgh 1 don’t much 
care for ’‘I3eavis and butt-head,’ I am a 
big fan of both Merelzky and "'Ihree’s 
Companv.”and I’m gcneralK' fond ofAl 
Lowe’s work. So why did Uni: h’OR S.Mt.! 
leave me a bit di.ssatisfied? Part of it may 
be the technical glitches. I'br instance, 
shipboard annoirncemenl.s play al ran- 
dom times thioirghoul the game, often 
talking over important audio vou ’re trying 
to hear. Another pnhlenr is the interface 
for using objects: ' I he .syntax alwa\'s has to 
be “Use door with ke\'” or "Use pot with 
cheese” rather than the more inhrilivc 
“Use key on door” or “Put cheese in pot.” 

But the bigger problem, I think, is that 
the .series is showing its age. ’I he graphics 
have never looked better arrd the puzzles 


are fine, bnl how- many times can you prrt 
this wTelchcd lout throirgh the same 
|)aces? I low many times can vou laugh at 
a rehrrsiiing of the same dirt}' puns? Worst 
of all, when the designers nrn out of dir ty 
jokes, they start making .self-referential 
jokes aboirt the earlier L\WtV games 
C'l here's nothing in the lra.sh can." sass 
the namitor; “but Al la)we alwavs hides 
something in the tra.sh can!” lorry' rqjlies). 
1 1 gets to the poirrt w'here the W'riters start 
making jokes about how' hou' predictable 
and lame their jokes are. Wiiere can you 
go fionr there? 

I X )\i: l‘’()R S.Ml.! will probablvscil a lot, 
and a v'earfnrm now we’ll be talkiirg alxiut 
the next sequel, birt that doesn’t change 
the fact that the whole affair is getting rorr- 
tine and more than a little limp. Al 1 owe 
and his erew' are having to work harder 
and Irarder to keep it up, and the effort 
shows. 1 ARitv? never rises above half- 
mast, and I have a bad feeling that number 
eight might not make it up even that far. % 

^APPEAL: People who enjoyed 
“Porky’s” and “Hardbodies” in the 
theater and who haven’t grown up 
much since. 

^PROS: Few designers these days 
create puzzles as ciever and weii inte- 
grated as Ai Lowe— no “coiiect the 
crystals” or “push the levers” here. 
»COHS: 

Relentlessly and 
repetitively smut- 
ty. Even smut- 
lovers may yawn 
when they can see 
the jokes coming 
from a mile away. 
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You can almost smell 
the freshly cut grass. 













Exclusive Pitching Meter lets you control your 
wind-up and release like an ace reliever. Feel the 
pressure on the mound that it takes to throw 
big-league pitches. 


Unique Batting Meter lets you keep your eye 
on the ball and control the power in your swing 
...everything it takes to find the sweet spot 
and "park one." 


•ELECTRI 


On-the-fly 3-D environment and free-moving 
camera give you the action from field level in 28 
authentic stadiums. Accelerated animation pro- 
vides the smoothest, fastest graphics for the 
most realistic baseball action. 











Superior Artificial Intelligence creates over 
800 MLBPA players and prospects who think, 
move and play like the pros, based on up-to- 
date player statistics by STATS Inc.® It's your 
average against theirs. And they didn't come to 





the majors to lose. 


£) 1997 Virgin Interactive Entertainment, Inc. All rights reserved. Grand Slam Is a Irademark of Virgin Interactive 
Is a trademark of Virgin Interactive Entertainment, Inc. Official Licensee -Major League Baseball Players Association. 










eRAND 


Available for: 


www.vie.com 


Entertainment, Inc. Virgin is a registered trademark of Virgin Enterprises, Ltd. Burst 
© MLBPA. All other trademarks are the property of their respective owners. 
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Price; S45,00 
System Requirements: 
486DX2/66 or faster 
processor (Pentium 
recommended), 
Windows 95. 8MB 
RAM {16MB RAM rec- 
ommended), 25MB free 
hard disk space, 16-bit 
video card, CO-ROM 
drive (quad speed rec- 
ommended), mouse, 
sound card. Macintosh 
version also available. 

ff of Players: One 
Copy Protection: None 
(CD must be in drive) 
Designer; Hue Forest 
Entertainment 
Publisher: Graphic 
Simulations Corp, 
Dallas, TX 
(972) 386-7575 
Reader Service d: 318 


A 


High Spirits 

Amber: Journeys Beyond is Spooky, Rjn-and Short 



by Robert Coffey 

itli an cniphasLs 
on.sloiylcllingaiid 
spooky atino.s- 
])hcit;, AmkI'R; 

JOURNl'YS 
Bl'ilONn succeeds 
where ainiost 
ever)' other \hsi' 
clone falls. Sure. 
AMHl'',Rfea(iirc,s 
ihe rc(|iii,site photorealistic gra])l lies and 
QuickTime video, but it stands head and 
siioulders above the re.st of its ilk by featur- 
ing a plot which draw^you in and engages 
\'our imagination. If the gameplay wore 
the .same caliber ;is the stor); MlliKR 
would Ire a tniK’ fantastic game. 

SPIRITS, SHADES, AND SPECTERS 

Ambmii begins with you receiving an 
email urging you to check on Roxy, a 
recklc,ss ghost-chasing friend, 1 1 .seems 
Roxy is eager to try' out her new invention, 


called Amber, that allows her to com- 
n lunc with the spirits that inhabit her 
Victorian home. Sure enough, )'ou find 
her— in a .seemingly lifelc.ss slate. It's your 
duty to don a spare /\mber desice and 
collect the fractured portions of her p.s\ - 
ehe, .scattered across the othens oridK- 
existences of three poltergeists, and to 
resolve Ihe traumatic events that [jlaguc 
each .spirit. 


Maneus’cring 
lhrough/\MUlsit is a 
.snap with (he game's 
slylish, unoblnisive 
inouseHlriven inter- 
face. 'Ilie minimal- 
ism of both interface 
and on-screen 
inventorv puts the 
focus of the game 
where it belongs — 
on the unsettling 
environmenls. 

And what envi- 
ronnienLs thev are. 

'Ihe designers wisely 
opted for ambient 
sound instead ofa full musical soundtrack, 
and the effect isoul.slanding. 1 lushed 
w'ind, the low llimm of machiner)', and 
pained creaking of floors make Ihe .seuse 
of isolation and loneline,ss on Rox\'s estate 
much more palpable than that awful cross 
ofYanni and )ohn 'lesh that plagues 
other Nhsi-influenced games. 

DEVIL IN THE DETAILS 

AsinisR uses ([iiality art to add to 
the plot. 'I here’s detail not just in Ihe 
wood grain of furniture, but in char- 
acter-revealing touches that flesh 
out the lives of the phantasms you 
rescue. Detail is evident in the big- 
ger picture as well, with the o\ era!l 
world of each spirit reflecting his or 
her personality and fate. 

As great as these realisms are, \ou won’t 
get to spend much lime in them since 
gameplay is fairly limited. There aren't 
manypu/y.les tied inio lire plot, and those 
present are ea.sy to figure out. \Vliile mo.st 
problems involve finding and using 
objects that allow \'oii to move forw aid, 
there is a slider pu/yle. and an undem ater 
rollercoaster that would be a maze if the 
different paths didn’t all lead to the same 


does iilile io help. 

Awni'ilt is a good game troubled by 
(juesiions of what might have been. If 
gameplay were only iialf the quality of the 
rest of ihe game, AmbIsR would've been a 
real standout. Claming novices can add a 
half star in ibis game’s rating, .since the)’ 
arc most likely to enjo)’ all that AxiUKit has 
to offer. More .seasoned gamcrs...well. 
they can dro]) a half star or, belter yet, l)u\’ 
AmbI'.IJ. for a newbie friend and watch 
over their, shoulder. Odds are thev’ll .see a 
personal style and vision .seldom .seen in 
tire realm of M'l'S'l'-like ads'cntures. % 


^APPEAL: Gaming novices looking 
for a great introduction to adventure 
games; experienced gamers more 
interested in atmosphere than 
gameplay. 

^PROS: Outstanding synthesis of 
story, detail, and sound create an 
engrossing and wholly original game. 
kCCMS: Puzzles 
unlikely to chal- 
lenge even moder- 
ately experienced 
gamers, short 
playing time is 
disappointing. 




r THE HOUSE ON HAUNTED HILL Beautifully ren- 
dered graphics and evocative ambient sound 
create Amber's engagingly spooky atmosphere. 
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01 997 Xatrix Entertairment Inc. All rights reserved. Redneck Rampage is a trademark ol Interplay Productions. All rights reserved. 

Interplay Is a registered trademark ot Interplay Productions. All rights reserved. Interplay Is the sole publisher and distributor. All other trademarks and copyrights are property of their respective owners. 



Listening to the room 



Joan Osborne likes what she hears. 

An hour before show time, she's reassured that 
the J6L concert audio s/stem will fill every seat 
with the power and subtlety of her voice. 



Arena Stage Movie theater Nightclul 

In all the places great sound is essential, youMI find the world's finest audio equipment 


Concert hall 


harman/kardon 


Infinity 



HEAR US. EVERYWHERE. 





/ 

/ 

/ 



>tadium Studio Car Computer Living room Home theater 
brought to you by JBL, Harman Kardon and Infinity -the brands of Harman International. www.harman.com 
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Smooth Sailing 


Archimedean’s Deep Sea Action Blows the Competition out of the Water 

by Gordon Goble 


Price; S59,95 
System Requirements; 
486/100 or better, SMB 
RAM, 35MB bard drive, 
VESA or PCI Bus 
graphics card, 2x CD- 
ROM. DOS 5,0 or high- 
er, or Windows 95, 
§ of Players; 1 
Protection: None (CD 
must be in drive) 
Designers: Massive 
Developments 
Publisher: Blue Byte 
Software 
Schaumburg, IL 
(847) 534-7950 
Reader Service lf:319 


t wusn'l long ago tliat Micro.soft 

war has ren- 

was biLsy priming us for what 

dered our plan- 

ippeared lo he the ultimate 

et’s atmosphere 

underwater ads’cntiire. Ai c'xpan- 

iininhabiiable — 

sive marketing campaign filled 

like we didn’t 

oiir pliable minds wilh images 

know' that was 

and our imaginations witli ques- 

gonna happen. 

tions, 1 low es’cr, as w'c soon dis- 

I'brtunalcly, 

covered. the game was anything 

years earlier. 

hut fulfilling; in fact, it was little 

exteiLsivc dcc]> 

ian a pretty and uninspired iiaiili- 

sea mineral 



cal .shooting gallct}'- 

Novv, hot on the liccLs of the debacle of 
Di':/\DLY'l'lDl':, Blue Bvlc Software is 
plunging us deep info our own oceans 
once again with (he aetion/sinuilation/ 
adventure game Ai«:i llMi iDivW l>i'Ny'LS'iY. 
Is it another deep sea disappointment, or 
the product we had all hoped D|v\D1,V 
Tide would bc?’l() this water-logged 
mind, IDW/VS'lV simply blows 'I'lDi'', out of 
the water, 


e,N|)loralion left 
in ilsw'akca 
whole slew of 
oceanic hideawas’s 


► WEAPONS BAY In the adventure portions of the game, you’ll talk to 
various characters, receive mission briefings, and then outfit your vari- 
ous craft with a dizzying arr^ of weapons, defenses, and software. 
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SEA COMMANDER BlueByte’S ARCHIMEDEAN 
Dynasty is the best underwater action game out 
yet. It has excellent gameplay and fantastic 
aquatic realism, making it more similar to Wing 
Commander IV than Deadly Tide. 


LET'S DO A WORLD WAR AGAIN 

It’s the premise of near-Amiagcddon 
that puls us under the w-aves in the first 
place. Our infinite slupiditv in rasaging 
tire cmiionment and Inn ing a nuclear 


and the resources 
and knowledge to huild more. 

'IhLsnew'worfd, dublx'dAc|na,lx;eame 
oiironh’saiwatioir'nio.scableto afford it 
lof)k lo the oceans, while Ihe pior could do 
liltic but lemain on the .surface, prasumably 
to wither and die in a nuclear winter won- 
derland. But soon wc were u[) lo our old 
[xilitical tricks once agaitr with clans and 
]X)w er blocs’, and Ihe resulting skir- 
mishes threatened even this final 
refuge. Nes'crlhcless, common sense 
]3ievailcd, and a neivoi is peace treat)' 
was .signed in 2650. 

Isles'cn years Inwe jTassed since 
that dav. '^Ihis is prccLscK’ when you 
enter the picture, in ihe giii.se of one 
Ismerald “Deadeye" Mini, a merce- 
nary who happens lo be one hell of 
an underwater fighter ])ilot. 1 fe’s 
also a bit of a rogue, but one with a 
basically good heart; the ly]3e of 
character s'ou's'c undouhtedl)’ con- 
trolled before. Mini, just coming off 
an un.sueee.ssful assignment in 
escort of a sulfur li ans])orter, is in a 
c|iiandar}' as the game begins, w'ondcring 
wliy .someone wanted siilfurbad enough 
lo risk life and limb lo gel it. 

'ilnir duh'wii! be lo guide Mini through 
sixty po.s,sihle missions in (his new- world. 


most of which iiivoK’e deductive eonver- 
.salions and shipboard combat. Just how 
deep is this game? Well, with sixty iindcr- 
w'atcr cities strewTi acro.s.s the globe, and a 
hundred characters with w'hieh to inler- 
acl, the dialogue numbers are ecrlaiiiiy up 
there, ' I hen Iheres the [)rogres.si\’ely diffi- 
cult action .segments, conducted with a 
w'idc s'arich' of upgradeable .shi[)s and 
wea)X)iir\; and an imposing set of con- 
trols. I x;t’s look at a typical mission. 


YOUR MISSION... 

A typical mission w-ill begin vvilh some 
fonn of assignment, delivered in (his e;ise 
by Idint’s game-opening bo.s.sman, the 
tough bill respected l:’.l '^Ibpo. At this point, 
the interface will be a thrcc-t|uarter view 
of Tepo’s Asylum, an aqua-city deep in the 
heart of the argentine basin. 'I he anima- 
tion isn’t quite up to that of Div\niy'riiTi'',, 
but it’s not that far oft cither, and N’on’ll see 
liglU from tiny lamps filter through the 
water while .shi|3.s dart about in the dis- 
tance. It's dark, too, with a blue-green 
haze, as befits the ocean floor, 

'Ihcre aie a number of acce,ssihlc spots 
ill the Asylum, each highlighted by a 
quick on-scrccn description. By moving 
the mouse over “lid 'Ibpo's Office” and 
clicking, voii’ll immediately be taken lo an 
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"In the far distant future, an epic war for survival takes place...” 




Coming Soon to your favorite reseller, or by calling 800-229-2714 


Wizard 
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Y CHARGING THE DEPTHS The action in Dynasty is fun and fast, but 

1 also realistic. As you glide through the water; underwater currents 

1 could push your ship around. 



audience until tlie big cheese himself. 
Dialogues arc sometimes linear, but often 
take the fonu of multiple choice, so you 
had best put some thought into your 
responses, because D'l'NAS'l'i' won’t gi\’c 
you any second chauees. Generally 
speaking though, gelling off on Ihc wrong 
foot with somebody won’t result in your 
demise — it’ll just set )ou back. 

bbllouing } our eon\ersation with El 
'Ibpo, you may want to hang out at some 
other sjwts on the base lo find who’s 
yappy and who’s not. As Mint is preth' 
well-knoum in these [nai ls, you’ll have to 
deal with some pre-conceived nolions. 
Eotlouing some astule gleaning, it mighl 
be a good time to check out your personal 
notebook, a u onderfiil portable contrap- 
tion that you'll rclum to o\ er and over, 

In ) our notebook you can .set game 


A rchimedean Dvnasty scores on all fronts as a realistic 
and fun underwater action game. But to make sure 
the enemies don't score on you, use these cheats 
and turn them into shark bait. To enable cheats, 
hold down both Ctrl keys and type the appropriate number: 
Ctrl-Ctrl-0— Automatically completes current mission 
Ctrl-Ctrl-1— Makes your craft invincible 
CtrI-Ctrl-2— Gives you unlimited torpedoes 
Ctii-Ctrl-3— Gives you unlimited cannon shots 
For more extensive tips and a walkthrough, point your Web 
browsers to Blue Byte's Web site at www.bluebyte.com. It's a PDF 
file, and you’ll need Adobe Acrobat to read it. 


prefcrcucc.s, .such ;is .sound; ;ii id ;i 
miiltiliide of graphic oplioiis, 
including suilching belueeu 
Goraud- nnd flnl-.sluiding ;iiid Inn- 
ing the abilih’ to turn [)cr.spccli\c 
correction on and off. 'ibn’ll chcxisc 
your control method {jo}'stick/kc)- 
boaixl combo is best) and difficulty 
level, save games, and turn cul- 
•scene animation on or off 
W'ith but a dick of the mou.se. 

\ ()ur notebook will also reveal a 
world map with political lines 
drawn, a second map of the imme- 
diate /one, and all the conversa- 
lional hints you’ve galhcied, along 
with cuiTcnt tasb and missions. 

Before heading out, there’s the little 
matter of supplying your .ship. D^Ts'AS’IV 
[pilots are offered a ton of wcaponrs’, per- 
fonnance upgrades, and defense systems; 
it’s all detailed in a separate and admirably 
illirst rated weajwns manual. 

At first, the weapons manual is a lot lo 
digest, with nearly two dozen toqx'does, a 
dozen gun.s, various types of sbield- 
iiig, and a bunch of other debces. 

But remember to monitor your 
spending habits when fitting your 
shi]), beeau.se you won't take in 
more money until the successful 
coniplefiou of the next mission. 


ship witii an array' of moves, and hiding 
behind man-made structures or natural 
obstacles in the ocean floor are essential 
as the game proceeds ami enemies 
become more able. 

Being summoned unespeclcdly from 
crisis to crisis in the midst of a mission is 
commonplace, .so it’ll take both quick 
reflexes and situational awareness to sur- 
vive. If you do .succumb lo a particularly 
dcwistating attack, your floating, lifeless 
bodvw'il! be on di.s])lay for all to see; but 
the .s[X)rting nature of I^'N.-VS'IY will offer 
another chance at that particular scenario. 

With witty and ii ilclligcnt banter, an 
ocean of [)lay'ability, sim-like s’chicular 
controls, and a convincing .submerged 
emironment, AltCl llMKDl'.AN DiX'iS'lV is a 
winner on most every' count. I did experi- 
ence some problems when nmning the 
game through a Win 95 box, but with a 
straight DOS load and operation, it 
smootlicd right out, 'Ibis the the real 
underwater action game that the sci-fi 
sim/action crowd has been wailing for. % 


UNDER THE SEA 

Once vou'rc hunkered down in 
the cock[)it, it’s time for D\'N,'\S’IV to 
.sv\ itch to action mode. It’ll take 
some lime lo figure out what docs 
w'hal inside your fighter, but flight 
sim junkies should find themselves 
right at home — with the added laxu- 
ry of res’ersc thrust. Oh yeah, don’t 
forget that you'll be flitting about in water, 
nut air, with currents that at limes may 
move your ship about involuntarily'. 

In battle, Di'NAS'n'is sim[)ly' an aw'c- 
somc achievement. Unlike DlL-MiLV'TlDl;:, 
you’ll have full control over vehicle move- 
ment as you mo\'c irom w'a\])oint to way- 
[K)inl and repel ;is.saults from any manner 
of adversary, 'lour choice of annameni is 
ci itical here, as some weapons work \s cll 
W'ith certain craft but not w ell w ith others, 
’tossing out decoys, drawing fire from your 



THIS AINT SEA QUEST Though the graphics 
won't remind anyone of “Sea Quest DSV", the 
plot might. Earth’s surface is ruined and the future 
of the world is now held underwater in oceanic 
cities that you must save from an unknown evil. 


^APPEAL: Right and space simmers 
itching for new worlds, action gamers 
who crave less gore and more action, 
and anyone who wanted to love 
Microsoft’s Deadly Tide. 


>PRO$: Realistic aquatic setting, in- 
depth weaponry and controls, witty 
dialogue, lots of ~ 

conceptual imagi- ^ 

nation on display 'V 

throughout. k 

^COH% Possible 


operational has- 
sles In Win 95. 
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POWER FI is the latest heart-thumping, record-breaking, speed demon 

Formula One game to hit the circuit. Based on 1995 season data. Power FI features the 
official cars, drivers and tracks to strap you into a visually entertaining and exciting 
racing game with an arcade feel that puts the emphasis On fun! 



FEATURING: 



QdK latHKtiK. 303 Sacnaeito Stmt Su fnocisa, Ctlilonu Mill 

CIRCLE READER SERVICE K 274 ciiEck out POWER FI Bt 1 www.eidosiiileractive.com 

to #Kial pioAict d Ite Ho (orada m cluoipioostiip. Iktostil h fpca to kji telOYisloo. ufpriplrt I poUsM 1097 Cdos tolenctne ltd. Ill resent^. 


• Multi-player and 2 Player split screen mode. 

• Statistics based on 1995 season data. 

• All 17 of the 1995 Formula One tracks modelled to great detail. 

• Single race, championship or shoot out game modes. 

• Workshop facility to allow total control on car set up and build. 

• Realistic pitstops, fuel consumption and car damage. 

• Tactical options for car set up, to counter all weather conditions. 


MULTI-PLAYER 
AND SPLIT SCREEN 

Anvi AftIA 


z:dos 


FORMULA! 

WORLD 







ACTUAL 


SHOTS 


~ SPECIAL OFFER! 

Play the Demo. Win the Game. 

wvfw.happypuppy.ceiii 

' A Happy Puppy Exclusive! 


riDri c DcancD ccD\/ir'r m i 


No Pilot's License Required 

• Attack the Nemesys crime 
syndicate as any one of five 
pissed-off cops. 

• Five choppers. Strap one on and 
command your air space. 

• Blast your way through 20+ 
in-your-face missions. 

•Annihilate your so-called friends in 
multi-player death matches. 




REVIEW • SCORCHED PLANET 








Price: $34,99 


System Requirements: 

Pentium 60 or better, 
SMB RAM. 55MB hard 
drive space, VGA graph- 
ics, 2x CD-ROM. Windows 
95; supports Windows- 
compatible sound cards. 
# of Players: 1-8 
Protection: None (CD 
must be irt drive to piay) 
Designer: Criterion 
Studios 
Publisher: Virgin 
Irvine, CA 
(800) 874-4607 
Reader Service ff:320 


Jk 


Scorched 

Gameplay 

Virgin Delivers a Good-Looking Shooter, but Leaves Out Ail the fun 


by Craig Wessel 




llio Innk, but still mads slowly. 'Ihicking 
largds is easier from the air lliaii from the 
grtmncl, but just about the time you have 
routed yet another pterodaelyi attack, you 
nm out of fuel and moqrh back into a 
lank. If you don’t land easil)', you will roll 
for what seems like forever, tumbling until 
your figbter-tumed-tank finally rights ilself. 

SWARMS OF ENEMIES 

Ihe enemies in the game attack in 
end!e.s.s .swanns, relentle.ssK' dropping ord- 
nance on the cities. But. they aren’t that 
difficult to wipe out. And, civilians don’t 


RESCUE 911 

In SCORCI ll'l) PiANl'T.you are the lone 
ship at outpo,st planet Dator 5 w'ben a di,s- 
tiess call comes from the planet. You mu,st 
rescue the civilians on l^ator 5 from the 
Vonudan 1 lordes as,saulting them. Once 
on the planet's surface, your job is to nrund 
evety'one up and transport them through 
the spacegiile to .safety. Ciiterion admits 
that the game’s concept iLself is not origi- 
nal, citing ni’;i' KNf)i';it as a primar}' inllu- 
cncc; though it reminded me more of 
Sil'.!.! AR7 or Sli'UlKK Vll 

Your rescue s'cbiclc alternates between 
a tank-like vehicle that rocks across the 
nigged terrain (usually making it dif- 
ficult to line up your shot.s), and a 
compact fighter-style aircraft with 
really .slu^ish controls. On the 
ground, sisibility fnrm a first-person 
perspective is limited— I found 
myself re.soi1ing to the game’s other 
dews in order to .see the action. 

'llic tank can’t aim upward as 
smoolliiyas it should, w'hich .seems 
ratlier silly, since most of the attacks ^ START THE FIREWORKS There are two types of 

come primarily from the air. 'Hic I gameplay: ground action from a tank, or shoot- 

tenain isn’t your friend, either. Every' | ing from an aircraft. 


^APPEAL: SmiAR 7 fans. 
►PROS: Third 
person views are 


well done; good 


graphics. 


►CONS: Sub 


standard game- 


play, poor control 


in the tank. 


hill results in your 
tank tilting or 
being jostled, 
which would be 
all right ifyou had 
more vertical aim- 
ing ability when 
you fire; but as it 
is, I was rc])eatcdly 
fmstrated w'hcn 
Iry'ing to get my 
tank into a usable 
firing po,sition. 

llic fighter per- 
fomis better than 


•TO BEE OR NOT TO BEE You’ll fight some pretty (funny) looking 
foes in Scorched Planet, but the 3D accelerated graphics won't 
hide the shallow gameplay. It's your standard 3D shooter 

jiisl stand around w'aiting to be re,scued; 
they will search for you and man gun- 
towers lo defend their cities. 

Network play includes two variations: 
Killmalcb, w'licrc vou win by aebicsing a 
certain number of kills, and Savemaicb, 
w'liercyoii w'in by having the most points 
when the lastiuiman is rescued. 

'Ihe stnitegic aspects of the game 
(inclndingorganizing and manipulating 
the ])opnlation to help you), as well as 
decent graphics, keep ScxtKCl ll•;^ 

Pi ANi'l' from being a complete lo.ss. !l 
would be nice, iboiigb, if Cmleiion had 
foeiLscd less on .slick graphics and more 
on gameplay. SCORCI IKI') PlANKi' is yet 
another shooter with loo much flash and 
too little substance, 


I t seems like SCORCI ll'.D PtANKl', 
the new futuristic first-person 
shooter from Criterion Studios 
and Virgin Interactive, has 
received plenty of favomblc press 
in recent monllis. Based on 
Virgin's hype over ils ‘'spectacular 
on-thc-fiy, real-time 3D einiron- 
mcnls,” and its 3D acceleration 
via the Voodoo 3Dfrchip and 
other 3D canls; this game would appear 
to be the holy grail ofsei-fi hlast-cm-up.s. 
Unfortiinatelv, it's not. 
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m^J ■ Rip into sheer speed road racing featuring. 

Real-life terrain, road and weather conditions 
4-player network and team championship network play 
Accurate car physics with real-time jumping, spinning and twisting 
Customize up to 20 unique high-performance race car models 
Dazzling graphics with enhanced 3-D engine 
Cool 2-player split-screen action 







MCLAREN Fk 

TtlE FASTEST PRODUCTION CAR ON EARTH (231 MPH'). 
Also the most expensive (S900.000). And with a 
O'TO-60 OF 3.2 seconds, it's worth every penny. 



ISDERA- COMMEN DATORE 112i» 
Hand-built in a small workshop in Leonberc. 
Germany. Gull-winced. V12. The very definition 
of a rare, finely tuned, exotic supercar. 



The Highway Patrol's 
OF THE FBI’s Most Wa 



JAGUAR XJ220 1 TA L D E S 1 G N~ C A LA- 

Stylish AND BOLD. What began as an off-hours Ultra-sleek. 400-horses. An Italian concept car 

PROIECTTO create THE ULTIMATE JAGUAR. BECAME, FORA WITH A 40-VALVE. VIO LURKING |UST BENEATH ITS 

TIME. THE FASTEST production SPORTS CAR EVER created LIGHTWEIGHT, POLISHED CARBON FIBER SHELL. 


LOTUS ESPRIT V8- 

LlGHTNING ACCELERATION. LEGENDARY HANDLING. 

And A Lotus-designed, turbo-charged V8. The 

HIGHEST-PERFORMING, PRODUCTION LOTUS. TO DATE. 


They’re the most coveted speed merchants 

EVER TO INCINERATE A RADAR GUN. CARVING 
SWATHS OF PAVEMENT FROM MAJESTIC, HIMALAYAN 
HIGHWAYS TO TWISTING, YUCATAN ROADS BURIED 
DEEP IN JUNGLE CANOPY. SEVEN TIME-WARPING 
STRETCHES OF, GLOBAL ASPHALT IN ALL. 

It's hard to say which of these exotics is 
RUNNING THROUGH YOUR MIND RIGHT NOW. BUT 



it’s safe to say it’s DOING AROUND 200 MPH. 


FORD GT90 

Innovative modular technology allows the fusing 
OF two separate engines. Producing a hybrid 

V12 THAT EXPLODES TO A MIND-NUMBING 720 B.H.P. 



WWW.EA.COM 

CIRCLE READER SERVICE #061 

Need lor Sp«d Is a trademark and Electronic Arts Is a registered trademark of Eler^ronic Arts. 
The word 'Jaguar*, and the characters 'XJ220' ate trademarks ol JAGUAR ms LTD, ENGLAND 
and ate used under lic^se. Images ol XJ220 ci997 jaguar cars LTD, ENGLAND. All tignis 
reserved. Ford GT90 and Ford logo used under licetrse from Ford Molor Company. Ilaldesign 
and Caia are trademarks ol Itakteign S.pA Image ol Caia ei997 ITALDESIGN S.pA All ri^ls 
reserved. Lotus Esprit V6 and Lotus are trademarks ot Group Lotus Limited. McLaren Ft is a 
trademark of McLaren Cars Ltd. NV. Isdera and Commendaloie 1121 are trademarks ol 
ISDERA. Image of the Isdera Commendatore 1121 el997 ISDERA All rights reserved. 
Licensed Py Sony Computer Entertainment America lor use with the PlayStation game 
console. PtayStalion and the PlayStation logos are trademarks ot Sony Computer 
Entertainment Inc. Featuresels vary among platlorms. ’Where legally pennss^le. Bum rubber. 
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REVIEW • ROCKET JOCKEY 
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Price: S49.95 
System Requirements: 

Pentium 90 or higher, 
16MB RAM. 55MB hard 
drive space, SVGA graph- 
ics, 4x CD-ROM drive, 
Windows 95, 16-bit sound 
card; supports 8-button 
gamepad and joystick. 
Protection: None (CD- 
ROM must be in drive) 
Designer: Rocket Science 
Pubiisher: SegaSoft 
Redwood City, CA 
1-888-SEGASOFT 
Reader Service ff: 321 


Ride This Rocket 


Rocket Jockey Blasts Off With Nitro-Burning, Bone-Crunching Fun 


by Robert Coffey 


A flci ii few inisfirc-s, Kockcl 
Science lias fiiiallv gotten it 
right with the addictive 
missile-riding ma\ 1 icm of 
RoCKI-ri'joCKl'Y. IlsBi/c/,' 
/^jgc’re-mccts-R()//cr/)d//a,s 
gamciTi mount flame- 
spewing rocket bikes to 
crash and burn tlirongh 
three simple but challeng- 
ing games in over 50 different SI") arenas. 

C iameplay is tough to master, requiring 
strategs’as well as skill. 


CRASH COURSE 

As you’d imagine, riding a w'arhcad 
isn't the easiest thing in the world to do . 
Kocket cycles are fast, but not loo mancu- 
serabie. ’lo make light turns, you shoot 
mooring cables li'oni your ride to snag 
pvioitsand fences; not to mention the 
other jockex's’ c\'cles and throats, liven so, 



► ROBERTO ALOMAR STRIKES AGAIN Drag 
the fez-wearing refs by the neck in Rocket 
Ball so the nasty little zebras won’t knock 
you down and kick you to death. 

CNpcct to spend a lot of time listening to 
the jockej's’ pained gnints as they ricochet 
off w'alls or shoot violently off their cycles. 

’lb avoid havingyourjockci’ comer the 
tortured groan market, \ on1l need to ma.s- 
(er the use of I he cables and control of 
your cycle, 'lb do that, you're going to 
want a gamepad. y\lthough the controls 
are fairly simple, the ke\ board and jo\stick 
just don't cut it. 



RotiKtri' 

)cx;Kt'?i' could 
have been 
another repeli- 
li\'C vehicular 
romp were it 
not for the \ari- 
cty of competi- 
tion it offers. 

’llierc’s llockei 
l^ice, an ob.sta- 
clc course 
eniphasi/iiig 
piloting skills; 

Rocket War. a 
gladiatorial free-for-all; and Rocket Rail, a 
demented soccer game where jocke)^ ase 
their cables to hurl Nurious balls into goals. 
Tight lime limits and point spreads ensnie 
that game|)lay never drops below' an 
appropriate level of ma\iieni. 

.'\long with dizzsing .speed and gleeful 
brutalit)'. this game sports .some desions 
arena design, with one new twist or obsta- 
cle in each successive arena, for exiimple, 
just w hen \ ()n’\ e gotten the hang of fling- 
ing tires and wiccking balls in Rocket Ball, 
I’roxiniit)' Bark asks you to score goals witi i 
cyclc-blastingpm\imitybomi)s.,\nd one 
Rocket Whr arena makes getting, and 
bashing, your opponents particularly 
daunting Iw caning up the pla\ ing area in 
i|uarter.s with onlv nanow pa.ss;igcwa\s 
between them. 

[f there’s a knock against the gamepkw 
in RocKi Jl’IcKtKt.i; it’s that .some of the 
arenas can be \ erv' unforgiving. Kailiire to 
score within the first 30 .seconds of some 
Kocket I3all stadiums can doom \'oii to 
failure, while some Rocket R;ice courses 
demand nothing less than cycle-piloting 
perfection. 

There is .something else about RocKi'l' 
It has the coolest music in a 
game e\ er, featuring the fat-stringed 
sound of surf guitar legend Hick Dale 


(he’s the /’u/p /'’/cf/oii giiyj.’llie ]).sycholic 
toreador riffs and manic drums comple- 
ment the actioii pcrfcclK. 

NO MAN'S LAN 

R(K:kI';! joCKl'li' seems a natural for 
multiplayer chishes. But despite the box’s 
promise of 1 AN skirmishe.s, the initial 
shipment hit shelves williont LAN sup- 
port. Rocket Science promises a patch in 
March on their W'eb site. 

'iliere’s little not to like alrout RoctKKI' 
loCKTT. It look.sgood.it sounds grc'cV.and 
it’s certainly the most enjosablc was- to 
sustain a coneu.ssion. In the end, Roc;Ki :i' 
jC)CK]'7i' is simply a bla,sl. % 


^APMAL: Gamers looking for a 
non-stop frenzy of unique, challenging 
action; anyone wondering what riding 
a giant bullet would be like. 

^PROS: Fast, bruising action; well- 
designed arenas consistently offer 
unique challenges; gameplay rewards 
strategy as well as reflexes; sound- 
track that actually merits play on your 
stereo. 

►CONS: Steep 
learning curve, 
some arenas can 
seem impossible 
to beat, multiplay- 
er missing. 
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No referees. No rules. In this league It's 
pummel or he pummeled, beat er be beaten. 
Vour challenge Is to guide a siK-man team 
through a gauntlet ot 15 international 
teams in practice, league or cup play. 
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Y®tJ'EVER 


GUARDIANS OF DESTINY 






ihnologi 


vmm. ubisoft. com 


Wis on 


iv-ocessors!] 


Pentii 

" proi^ssbPs-figjS 


Mix and Match inulti>p)ayer optii 
to eight players, (I'ical erea-nebiii 
modem; two computeridirect (ink 
direct player connecti;^h oyer the 
Interneti and two placer split hci'^. Oj 


Unprecedent^ speed,. .playable at 
32 frames per seco^ (Up to SO ' 
with a 343 accelerator card!] 


Race against: 

highly advanced artificial inteiligehi 
other players: omiine, your own recpridi 
"ghost” or someone ejse’s. 


Pre-calculated poshdop engineei 
reduces latency puer'the':f^l!>hst! 


Revolutionary website includee pli 
matching, chat rooms, rar^iiig lisi 
^ downloadable and upipadahle ghep^ 
tracks, cars...: 






\Duilgn0il tor 
\ Wladowa' ^5 1 


©1997 UDi Soft Er,:ertsinrr.Brt Inc, All rights reserved 
Pentium' is a registereo traaemgri! and MMX~ and the 
MMX' logo are trademarks of.Jniei Cor^jciracion. Dolby 
and the Double-D symbol are trademarks of Ooiby 
Laboratories Licensing Corporation. All other trademarks 
are the property of their raspec^e holders. 
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'k'k-k-ki REVIEW • NBA LIVE 97 
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Price: $45 
System Requirements: 
Pentium 75 processor 
(Pentium 133 or higher 
recommended), MS- 
DOS 5.0 or higher or 
Windows 95, 16MB 
RAM, 30MB free hard 
disk space (BOMB rec- 
ommended), 16-bit 
SVGA video card, 2x 
CD-ROM drive (4x rec- 
ommended), Microsoft- 
compatible mouse. 
Supports Sound Blaster- 
compatible and other 
major sound cards, joy- 
sticks, Gravis GrlP. 
Network interface card 
or Hayes-compatible 
9600bps or higher 
modem needed 
for multipiay. 
ff of Players: 1-8 
Copy Protection: None 
(CD-ROM must 
be in drive) 
Developer/Pubitsher: 
EA Sports 
San Mateo. CA 
(800) 245-4525 
Reader Service if: 322 


Nothing But Net 

£71 Sports Blows the Competition Away With the Best NBA Live Game Yet 




by Jeff Green 

B arring any more 
unforeseen 
actsofstiipicl- 
ity from resi- 
dent dorlc and luiman 
time Ixanb lOennis 
Rodman, tlie Chicago 
Bulls seem poised, once 
again, to tal;e the NBA 
diampionship. I^odman. 
Scottie l^ippen, atid cologne salesman 
Michael Jordan fomi a trinity' of such dom- 
inance tliat even great ]:layers like Barkley 
and Ewng miisf heave a hea\y sigh before 
lumbering onto the court against Oiem, 

A similar feeling of doom must also grip 
the game designers w'ho attem[)t to take on 
NBA Ijm:, E,^ Sports’ wildly successRil 
ba.skelball simulation. With flash, exciting 
action-oriented gameplay, and all the 
licensing tliat money can buy, this series 
has simply been unbeatable in the past 
couple of years. Mowever, though NBA 
I .M', was CGWs 1996 sporLs game of the 
year, this was beginning to look like tlie 
year it faced some real com])clition. Both 
Microsoft’s Pull Couitr RiU':ss and ClJss 
NCAA CliA.\1PIONSl til’ B.-LSKl'IiiXLLwerc 
decent, innovahve games that had me 
0 |)enly wondering about the continuing 
dominance of franchise. 


► GO ON, KICK ME Shawn Kemp risks permanent injuiy as he flies over bad boy 
Dennis Rodman in glorious 3D. 


► FOR THREE! Milch Richmond, the NBA star who, in 
real life, provided a bulk of the game’s motion-captured 
moves, shoots from behind the arc. 


No\s' that NBA 1 97 is here, 1 can 

tell you: Never mind— the dymasty is 
secure. \bu ma\' now safely delete all 
other PC basketball games from \ our 
hard disk. With new graphics and sound, 
better Al, and (finally!) modem and nct- 
w'ork su]3|3ort, NBA 1 .ri'l-: 97 is an incredi- 
ble .sequel, a quanlum leap over the ))rcvi- 
ous \’cr.sion, and a game that, once again, 
redefines the entire genre. 

IN THE PAINT 

Por the ’97 version, lv\ Sports has coin- 
])lclely redone the interface to give it a 
more jazzy, street feel. Alsf), 
it’s still a model of elegant 
simplicih’ that lets you 
quickly set u|d a game and 
get onto Ihe court without 
any grief 'Hie more impor- 
tant gra[)hical change, how- 
ever, as in fa’s other ’97 
releases, is the on-court shift 
from 2D sprites to 3D i)olyg- 
onat playeis. Wdiereas the 
sprites in pres'ious versions 
tended to merge into an 
amoqjhous blob, the new 
3D play ers arc shaq? and dis- 


tinct — with names and numbers crystal- 
clear on the play'crs’ jerseys —which 
makes the on-court action much easier to 
watch. 

/Mtliough the players don’t always 
resemble actual humans (think Qu.\KL), 
the motion-ca]3turcd moves from Mitch 
l^chmond,’lyais Pdney, and otlievs pro- 
vide incredibly realistic action— ev'erv'- 
Ihing from quick bounce passes, to reverse 
slams, to belly flops on the parquet floor — 
that helps offset the athletes’ robotic look. 

'Ilic new arena announcer adds to the 
game’s ambiance. Me intonates player 
names differently for the home and visit- 
ing teams, credits Ixrth shots and assists, 
announces fouls and substitutions, and 
calls “for two” or “for three” on borderline 
shots. 7he game also ]X),st.s a graphic note 
oii-screen, at [ust the right moments, when 
a team is on a mn — or on a cold streak. 
'Ihcse are the kind of small touches that 
may' not seem like a big deal, but when 
they’re done right (as they' are here), they 
really' draw you into the game. 

BRICK HOUSE 

You can play exliibition games, piavoffs, 
or a full season (but, alas, not multiple sea- 
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Survival comes down to two things, the role of strategy. 
And the roll of the die. 

INTRODUCING DRACO'N DICE ON CD-ROM. Not Since ihe invention of tlie 
broadsword bas there been a more realistic way to experience the pace of 
battle. The new CD-ROM version of TSR's blockbuster hit, DRAGON 
DICE, takes you on a dangerously realistic journey into one of the most 
challenging and popular fantasy dice games ever. 

This animated DRAGON DICE adventure, begins in cons past, when 
the strength of the sword or the spell power of a sorcerer was the only 
difference between a glorious life, and a vicious, terrible death. 

You'll have to use all 128 of the games built-in computer dice to build 
your own dice armies, to scout enemies, and to avoid traps. Plus, each 
DRAGON DICE CD-ROM comes with a limited and collectible, TSR 
sanctioned DRAGON MASTER die. 

It's the most true-to-life dice battle of strategy you've ever encountered. But beware, because only the 
extremely talented, or the unbelievably lucky will survive. 

Based on TSR’s blockbuster strategy hit, Dragon Dice. 

49 Customize endless armies from every die available for TSR's original Dragon Dice (all 128) 

^ Single player or a 4 player network mode draws you into the rich history and 

STORYLINE OF AN ANCIENT AD&D® UNIVERSE 

49 Beautiful artwork and dice -tcvcharacter animation bring the popular dice game to ufe, 
creating a Ria-i game playing experience 

Coming soon for Windows 95® Download the interactive preview at www.interplay.dragonplay.com 
Check out TSR’s DRAGON DICE game available now. 
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'...meticulously modeled and rendered,” 

boot magazi'rie 





» Fully 
detailed. 
Fully 

interactive. 
Fully lethal 
universe. 


» Multiple 
environment: 
keep the 
danger fresh. 


S Y N 


F A C T 0 Rt 


It's a 
beautiful 
world. 
Someone’s 
gotta screv 
with it. 



"SOON the synthetic implant will be a factor in all our lives.” 







Piranha Interactive Publishing, Inc. 
1839 West Drake, Suite B 
Tempe, Arizona 85283 
Tele: (602) 491-0500 •.= 

Fax: (602) 491-8990 
http://www.plranhaintBractive.com 
1-800-PIRANHA 
ClfJCLF RFAHFR RFRVirF sllS 
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» Do yourself 
a favor, go 
to the store 
and buy it! 


NBA LIVE 97 • REVIEW 



► WHATS WRONG WITH THIS PICTURE? Two previously 
I unteiown NBA stars in a recent CGIV multiplayer game, 

I Mr Green won (Editor's note: we pasted in toe photos). 


sons) in tliree le\«ls of difficulh’: rookie, 
starter, or all-star. 

Yon can also choose beh\'ecn arcade 
and simulation styles of play. Iliougii 
arcade mode doesn’t resemble basketball 
as we know it on this planet, simulation 
mode offers an impressively realistic feel. 
Kor one thing, the play balance of the 
teams feels right. It’s much different to 
control the Knicks or Sonics than it is to 
control, say, tlie 'PimberwoK'es. Because 1 
like to suffer, I played an entire season as 
the Golden State Warriors in all-star 
mode, and while 1 didn't suck quite as 
badly as the real team, I did have a tough 
going— only definitively beating other lot- 
tery-bound losers like the Clippers. 

Tlie indmdual athletes’ stats are also 
quite credible. Shaq will dominate inside, 
throwing down monstrous dunks, but 
don’t expect him to help you from out- 
side or from the free throw line (the free 
throw meter for Shaq is hilariously 
impossible —as it should be). 

If you get tired of playing with the real 
players, you can create your own, I creat- 
ed future NBA-footnote Jeff Green (com- 
plete with real, laughably unimpressi\'e 
stats), had him join the Lakers in a game 
against Houston, and then w'atched him 
throw up bricks and air balls until he was 
tossed from the game (now' that's real- 
ism!). 1 joke, but the truth is, it's an incredi- 
ble thrill to see yourself on the basketball 
court (complete with y our name tex-ture- 
mapped name on the back of your jersey) 
taking it to tlie hole against real NBA 
players. 

Perhaps tlie greatest news is that you 
can now jilay NBA Livii: o\'er a modem or 


LAN. Schip is a breeze, and 
gamqjlay is jihenomenally 
entertaining. Once 1 began 
triumphantly schooling fellow' 
Editor Dave “Brickliolio” 
SaKiitor o\'er the office L/\iN, 

1 never w'-anted to play the 
computer again. 

ARTIFICIAL WHAT? 

As in [ircvious versions, 
NBA L,lVi!: 97’s A1 is not per- 
fect. Sometimes, due to 
cium.sy defense on my part, 
an opposing ball carrier would go to the 
hoop completely unguarded, but instead 
of taking the wide-open shot, he would 
inexplicably box it back out. 1 don’t mind 
getting the break, but w'hen 1 play poorly, I 
expect the opponent to lake advantage. 
More annoying is when com|)utcr-con- 
trolled players on your own team mess up. 
Once, witli 1.8 seconds left and a one- 
point lead, a computer-controlled [ilayer 
on my team fouled the opposing ball carri- 
er (David Robinson, of all people) w'ho 
promptly sank the two free throws and 
won the game. 

Foul calls and penalties are emitic at 
best, lliey’re dead-on for the ino.st obvious 
violations, such as out-of-bounds or back- 
court penalties, but 1 couldn’t get a three- 
second violation— even when standing 
still in tlie paint and counting out loud. 
Finally, tlie game seems annoyingly cen- 
ter-biased at times. Centers will regularly 
take over a game to an unrealistic axtreme, 
scoring half or more of the team’s points. 

The most disappointing aspect of the 
game, howev'cr, is the mdimentary' play- 
er controls, which often make you feel 
like you’re watching more than you’re 
playing. Mo.st heinous is the lack of a 
reach-in/steal key. You have to just get 
clo.se to the ballhandlcr and hope the 
computer decides to go for the steal. 
NBA Li\ 1£ offers perfect com|)atibi!ity' 
for the Gravis Grl P, Sidewinder, and 
other gamepads; so why not take advan- 
tage and give the player more control? 
Console gamers have long been able to 
make dunks, steals, and fade-away 
jumpers; surely it must be possible on 
the PC as well. 



A Ithough NBA Live 97 offers the com- 
plete ’97 rosters for all 29 NBA 
teams as of September, 1996; EA 
could not include Michael Jordan or 
Charles Barjdey, due to licensing issues. Nor could 
th^ let you alter the real playere’ stats or provide 
; updated rosters. Fortunately, super-fan Tim Tschirner 
has an indispensable Web site that fills in where EA is 
not allowed to tread. Tschirner (who is not affiliated 
with EA) updates all team rostere and stats with 
remarkable frequency and makes them available on a 
downloadable patch. The patch also includes Jordan 
and Barkley, and adds a number of old legends. It’s 
free, and it integrates seamlessly with EA’s program 
while not touching the original executable file. If 
you're a serious hoops fan, you must have this patch. 
: Tim Tschirner's NBA Live 97 Page is at www- 
users.lnformatik.rwtli-aachen.de/ 'vtimt/nba97.html. 


TRIPLE DOUBLE 

Still, vvc'rc just quibbling. Tlic uppciil of 
ibis game is simply undeniable. It’s not 
perfect (not yet, any'vvay), but NBA Liviv 
97 is still an ouLslancling achievement — 
the best version yet of the best graphically 
oriented PC basketball game on the plan- 
et. It’s fla,siiy, immersive, and totally addict- 
ing. I highly recommend it. % 

^APPEAL: Basketball fans of all 
types, anyone who thinks sports 
games on the PC aren’t as good as 
console games. 

^PROK The best NBA Lve yet, with 
amazing 3D graphics, outstanding 
gameplay, and great multiplayer 
action. 

>COHS: The Al 
occasionally gets 
stupid, limited 
controls, still 
doesn’t have mul- 
tiple seasons. 
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"...futuristic 3-D action/ 
adventure that couid set 
a new standard for PC 
Gaming." 

- PC GAMES 


"MDK promises 3-D 
technology so cool and 
action so. ..realistic that 
it will send everything 
else running for cover." 

-PC GAMER 




"This highly anticipated 
title is certainly one of 
the slickest games we've 
seen. ..could be the ac- 
tion fest to rival Quake." 

-BOOT 


"There are too many in- 
novations.. .to list here." 
- COMPUTER PLAYER 


RATING FINDING 



PC cb-ROM ) 


Actual screen shots 


Created by Shiny Entertainment. Inc. 0 1 996 Shiny Entertainment, Inc. MOK Is a trademark of Shiny Entertainment, Inc. 
All rights reserved. Artwork and design® 1996 Playmates Interactive Entertainment Inc. PIE'*^ Is a registered trademark 
ol Playmates Interactive Entertainment Inc. Ail rights reserved. 




Your planet is being buildozed by the ton. Six 
massive mobiie mining cities, controlled by a 
force that nobody can stop, are strip mining 
the Earth's surface, overrunning and crushing 
anything in its path. Unless you can stop them, 


BILLION PEOPLE WILL DIE. 




• Unbelievable 3-D graphics, adrenaline- 
pumping gameplay and extremely fluid 
movement through a massive and wide 
open playing environment. 

• Over 60 arenas of play spread 
out over 6 mobile cities. 

• Over 60 hours of game- 
play. 

• A fully reactive program 
intelligence where ene- 
mies think, listen and 
communicate in a calcu- 
lated assault on your life, 

• An arsenal of innovative 
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weapons and equipment including; 

-A helmet-mounted sniper 
rifle with vision goggles - 
target enemies from over 
two miles away. 

-A living polymer suit 
that protects from 
piercing projectiles. 
-A high-tech reusable 
parachute. 

- Bombs.. .decoys... 
homing sniper 
grenades... 
and many more. 


ITTHINKS.THEREFOREITKILLS. 


Windows '95 and DOS on one CD. 
http://www.playmatestoys.com 
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611 Anton Blvd., Suite 500 
Costa Mesa, CA 92626 
(714) 428-2100 
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“...absolutely mind blowing!” 

-Video Games Magazine 




“...features three of the hottest 
engines ever to be seen!” 

“All the mayhem and action you’ve 
come to expect from the movies!” 

-Electronic Gaming Monthly 

“...each has enough length and innovation 
to be a game in itself.” 

-Game Fan 

“Three games in one! 

What else could you ask for?” 

-EGM^ 



THE COMPETITION CAN READ 'EM AND t^EEP! 

I For DIE HARDTRILOGY Game Hints, Tips andTricks Presented by FOX INTERACTIVE of Los Angeles, California Call I.900-CALL4FOX I 

$.80/min-Touchtone phone-lf you are under 1 8, have your parents permission before making this call. I 


WINDOWS® 95 
CD-ROM 


PlayStation 



SEGA SATURN ih 
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Price; S44.95 
System Requirements: 
486/66 MHz or higher 
processor (Pentium rec- 
ommended), Windows 
95 or Windows NT 
v3.51 or higher, 8MB 
RAM (16MB recom- 
mended), 25MB hard 
drive space, 2!< CD- 
ROM, 256-color SVGA 
graphics display, 
mouse; supports all 
Win 95-compatible 
sound cards; modem 
or LAN required for 
remote play, 
if of Players: 1-8 
Protection: None 
Designers: Access 
Software 
Publisher; Microsoft 
Redmond, WA 
(206) 882-8080 
Reader Service if: 324 


Links Lite 

Microsoft Golf 3. 0 Levels the Held for Win 95 Golfers 



By Scott A. May 

rgiiably (he bc,sf golf game 
for W^iiulows just got a 31 - 
bil facelift with the release 

ofMicitoson'Go!,i'5.0 
for Windows 9s and 
Windows NH! Hiis new 
version, designed bv Access 
Software, is based on their 
popular Links scries, and is 
exceptionally smooth and 
fast. If Links LS is curreniK' the best golf 
game on the planet, iN IS GOLl’ 3.0 is a 
welcome. le.ss-demanding altcrnatne for 
Windows users. 

dlic game offers sc\ eral major impnn'e- 
nicnts over previous incarnations. Tlie 
most readilv apparent is its intuitive, con- 
tcxt-rich interface, which uses the same 
model as Micm.snfts other recent .s])ort.s 
titles, Ffil.l.CoiJK!'PRi':ss and SOCCKII 
Microsoft continues to refine the function- 
alitv of its online help, although like many 
plav crs, 1 still prefer a printed manual. 

THE HOLE TRUTH 

In addition to practice mode, quick 
start, and standard stroke plav; 3,0 
now features match plav, skins (pro or 
amateur), and team best-ball. Up to eight 
players — human or computer-con- 
trolled — can compete and, as in I JNKS, 
vou can plav against prev iouslv recorded 



PARTY TIME Among the host of pre-game 
options are new match, skins, and team 
best-ball play. 


round,s.Tliis fea- 
ture is especially 
nice if you’re play- 
ing solitaire. 

By far (he most 
significant 
improv ement is 
the new 32-bil 
game engine, 
which ])roduccs 
ciisper, more fluid 
]ilay. Screen 
redraws are now 
almost instanta- 
neous, which is 
remarkable con- 
sidering the incredible detail of the photo- 
realistic terrain.'lhc graphics arc loj> 
notch, though still not c[uilc as nice as 
LlN'hts I-S or -Accolade’s new J.vtiK 
Nic:Ki.U)S-i. 

Included with the game arc two stan- 
dard-issue courses: -Alberta’s Banff S])rings 
and South Carolina’s ITarbour'lovvn, 

A licnwoft sells tvv o add-on courses— 
North Carolina’s Pinehurst and i lawaii’s 
Mauna Kca— but Coi,l’' 3,0 also allows 
vou to import greens from the v ast eollec- 
(ion of-Acces.s’ 1 .INK.S Ct lAMl’loNSi iii- 
COL'llSKS. A.separate, built-in conveiler 
autoinaticallv updates old courses to 
Cot.l' 3.()'s high-rcs format. 

Other goodies include video flv-bvs 
of each hole (with narrated strategics), 
])ro ti]5s, and stroke infonnation dis- 
played directly on the main window. 
The computer plav ers’-AI has also been 
niccK' tweaked, making them more 
aggressive asv'ourown plav' improves. 

I .iltle has changed regarding the .swing 
meter, however, which is bad news for 
those w ho'd like to toss that dreadlul 
apparatus into the nearest pond. It’s still 
uncalibrated, so judging the [xnver of 
) our sw ing remains more a c|ucstion of 
luck than precision clicking. 


Microsoft’s Internet support is impres- 
sive, offering dozens of plaving tips and 
additional courses. Although the game 
was designed w ith Internet ])iay in mind, 
the product shipped before that feature 
was installed. I lowever. vou can down- 
load (he multiplav'cr patch from Micro,soft 
(vvvvw.microsoft.com/games) for free. It's 
a w hop))ing 7.-SMB file. ,so brew some cof- 
fee while you w ait. This intemcl patch is 
not compatible w ith Windows NT 
Overall, de.spite a few shortcomings 
(inherent (o all golf sinrs), Col.F 3.0 is 
another c|ualitv' eftbrt from Microsoft’s 
burgeoning sports team, for Windows 
desktop duffers, it’s a gimme. ^ 


^^PEAL: Win 95 golfers of all skill 
levels. 

^PROS: Ultra-clean design and 
smooth, quick performance; modem, 
LAN, and Internet play a big plus; 
ability to import and update old low- 
res courses adds 
to longevity. 

^CONS: Enough 
with the online 
manuals! The 
internet patch Is 
free, but is a huge 
download. 







AT&T WorLdNet®" Service. Fast, reliable connections. Helpful technical support. World- 
class customer service. And unlimited access for just $19.95 a month* It's the Internet for everyone. 
It's the Internet you'd expect from AT&T. Call now for your free AT&T WorldNet Service software. 
All you have to lose is your frustration. 


1 800 WORLDNET- ext. 110 
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REVIEW • FIFA SOCCER 97 


Get Your Kicks 

EA’sFIFA Soccer 97 and Microsoft Soccer Go Toe-To-Toein CGWs y^oddCup 


By Scott A. May 




ollowing years of ne;ir- 
silence — not counting Euro 
imports— PC arenas arc final- 
1\' filled with tliose annoying 
clianls from tlie worlds most 
[lopiilar S|Dort: soccer. \Vliat 
used to be a wasteland for soc- 
cer fans has suddenly become 
an oasis of footie sims. Both 
EA Sports’ I'lt-A Soca-;R 97 


and Microsoft’s MiCROSOlTSocCERare 
taking aim at the burgeoning US. soccer 
audience; but are they \s orth)' competi- 
tors. or merely products pushed to market 
to fill this conspicuous \ oid? We took both 
games onto the field and let 'em each take 
their best shot. 


FIFA Soccer 97 

You can usiially bank on the liA S[3orl.s 
machine to deliver the best play value — 



► INDOOR RREWORKS FIFA SOCCER 97 is one of the few PC 
footie sims to offer indoor court piay, which dramatically 
changes the look and feel of the game. 


97 and NBA Ll\i; 97, uti- 
lizing multiple selection 
screens that can be 
steered either fowarcl oi' 
backward. ’lliree play 
modes — arcade, action, 
and simulation — let you 
compete in single games, 
tournament play, and 
both league and playoff 
competition. 'Ihc game 
also supports modem 
and network multiplayer 
gaming for up to eight 
pla\’ers, 

I'iI'A’s roster of 255 teams, in 12 interna- 
tional leagues, is among the largest in the 
field. 'Ibu can transfer plas'crs, but you 
can’t edit their attributes or create your 
own from scratch. Also, don't look for 
much in the w'ay of coaching options 
[>cyond ])layer substitutions and forma- 


pinpoint goal kicks. In this area, V\ I^A still 
rules, offering two control set options: 
simple and complex. 'Ihc latter features 
passback mode, w hich allows you to con- 
trol an offcnsi\'e player other than the ball 
handler. Incredibly, FAs sparse documen- 
tation doesn't describe how or when to 
execute these moves, so it's basically up to 


Price: $54,95 
System 
Requirements; 
Pentium 75 or better 
processor (Pentium 
133 recommended), 
Windows 95 or MS- 
DOS, 8MB RAM 
{16MB for Win 95) 
minimum SMB free 
hard drive space 
(15MB for Win 95), 
256-color SVGA 
PCIA/LB video card, 
2x CD-ROM (4x rec- 
ommended), mouse. 
Supports Sound 
Blaster-compalibie 
sound cards and most 
joysticks and 
gamepads. Modem or 
network card required 
for remote play. 
ff of Players: 1-4 
Protection: None (CD 
must be in drive) 
Designers: Extended 
Play Productions 
Publisher: EA Sports 
San Mateo, CA 
(800) 245-4525 
Reader Service H 323 


regarclles,s of category'— before even 
breaking the shrink-wrap on tlic box. 'Ihc 
company'’s 1997 crojr, however, has Ireen 
more uneven than usual, running (he 
gamut from astounding (NI IL97) to 
mediocre (Maiodkn 97). Falling some- 
wiierc in between is FIFA SOCCER 97, a 
game that is far from perfect, but. despite 
it.s faults, retains the crown for best soccer 
siiu in the field. 

FlF/\97 navigates much like M-\nr)i':N 


lion changes, allhougli you can create 
one-time custom formations. 

In the goodies department, FIFA out- 
shines the competition with multiple 
camera view's, highlight reels (automafi- 
eally cho.scn by the computer), and 
instant rc|)la\'s. F’l FA’s bijgcst advantage is 
its option to plavin indoor arenas, a fcii- 
ture few other soccer sims offer. Indoor 
soccer is an Ciitircly different animal, both 
in lemis of game .speed and offensive 
strategies; ' I he field of play' is much 
.smaller, sidelines don’t exist {they’re 
replaced hvw'alls), the surface is hard 
and fast, and — thanks to cnclo.scd 
goal designs— the games are gener- 
ally higher scoring. If you’ve never 
experienced indoor .soccer, you’re in 
fora real treat. 

SHUT UP AND PELE 

1 ,ikc hockey, soccer is a true team 
sport, w'here coiitiolled passing is 
even more critical to success than 



you to figure them out. It’s fiuslrating, but 
if you manage to master these ambiguous 
control .schemes, the fluid ball handling 
FTFA affords is impressive. 

EAs 55-pagc printed manual, by the 
W'ay; is far too shallow; it describes only 
the control .schemes and program archi- 
tecture, while providing absolutely no 
game strategies or play tactics. 

Aesthetically, I'TFA’s new polygon- 
based characters arc well animated (they 

^APPEAL: Experienced footie game 
enthusiasts. Rookies need not apply. 
^PROS: Its virtual stadiums and mul- 
tiple views are dazzling, it’s one ot 
the few soccer games to feature 
indoor arenas, remote play Is a blast. 
^CONS: Excessive hardware require- 
ments, motion- 
captured player 
animations give 
action a detached 
feel, documenta- 
tion is incredibly 
weak. 
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MICROSOFT SOCCER • REVIEW ★★ 


iise niotion-ciipture tecluiolog}') but tiiey 
also iiave a slightly dirh' look and tend to 
jumble together when clustered. Up 
close, FlI'A players arc quite hideous, 
looking somewhat like mutant QUAKti; 
rejects, llie best way to avoid the heebie- 
jeebies is to play the game from a uide- 
angle, o\'crhcad view, 

Tlie bluest dhsappointment, and one 
that will come as no suq^rise to many of 
todays frustrated gamers, is the game’s 
killer system requirements. Even if you 
safely its recommended conditions— a 
Pentium 133, 16MB i^Vl, and a 1MB 
PCI \ideo card — many details of the 
game must be dumbed doun to achieve 
smooth gamepby. 'Iliose with less-than- 
stellar systems .shouldn’t even consider 
buying this game, because clipped frame 
rates and slu^ish control response render 
it virtually unplayable. Solutions include 
reducing the graphic detail, which makes 
it downright ugly, and decreasing the 
screen size; neither of which are satisfec- 
tory' options. 

Overall, FIP’A SocCER 97 holds a slight 
adsuntage over its competition, witli fluid 
gameplay, a variety' of play modes, better 
roster size, and multiplayer capabilities — 
but be sure you have the hardware muscle 
to power it. 

Microsoft Soccer 

Boasting “action so real, it hurts," Bill 
Gates and company lumber onto tlie 
pitch with MiCROSorr Soccer, the first 
native Wndows 95 soccer game. 
Unrealistic action, however, is why tliis 
soccer sim hurts. An odd mixture of bad 
and good makes this game the epitome of 
polished mediocrity. 

MS Soccer follows Ihe same clean 
design as Microsoft’s other recent sports 
games, MS Gou' 3.0 and NBA Full 
Golirt Press, by using clickable tabs to 
progress through pre-game setups. But EA 
wins the battle of multiplayer gaming, 
allowing Iw'ice as many networked op[)o- 
nents as Microsoft’s four, Plus MS 
Soccer’s roster offers only 102 teams in 
four leagues — plenty, it would seem, but 
still less than half of KlhA Soccer 97s 
225 teams in 12 leagues. However, MS 



► NOW I GET IT Microsoft Soccer provides a large online 
database of play tips and procedures. Now bring back the 
written manual, dam It! 


Soccer makes up for its limited roster 
with a full-fledged play'cr editor w ith 14 
adjustable attributes, as well as the ability' 
to create entirely new teams; features 
lacking in EAs game. 

You can set player control for keyboard, 
mouse, or joystick in])ut, and you can also 
program key’s or buttons to [jerfonn .sjtc- 
cific moves. As expected, this game lo\'es 
the Microsoft SideWmder gamepad, but 
it also w'orks well w'ith all other brands 
tested, including gamepads from Gras'is, 
Suncom, and CH Products. 

User-<lefined options include multiple 
skill-levels, referee sty'lcs, and types of 
penalties. Otherwise, the number of 
game goodies is surprisingly sparse, 
with no replay abilities and a choice of 
only two screen resolutions (640x480 
and 800x600). 1 lowcser, MS Soccer 
does have a zoom mode, pro- 
grammed into a function key, to pro- 
vide a clo.se-up view of the action. But 
because soccer is a think-ahead sj)ort, 
W’hcre a broad vista works to your best 
advantage, the zoom mode is e.ssen- 
lially eye candy feat’s counter-produc- 
tive to effective field strategies. 


spectators gives the back- 
drops a certain elegance. 

Ihe core dilemma in 
MS SoexavR, however, 
isn’t visual presentation, 
but Ihe unrealistic way 
computer-controlled plac- 
ers anticipate every kick. 
Ibirciy do emant kicks land 
in an open field. /\nother 
big annoyai lec is how your 
computer teammates react 
to the ball. Sometimes 
they pass, dribble, or shoot with little or no 
provocation. At other limes, they just stand 
(here, motionless. In most casc.s, their dim- 
willcd rcs]3onse negates your unfolding 
stralegy'. Tlie onfield action of MS 
Soccer is smooth, but the interaction 
between players isn’t as scamle.ss as FIFA’s. 

Microsoft Soccicr has a commend- 
able design, hampered by slightly anemic 
gameplay. If you long to bounce the 
chcckeied ball around Ihe Windtws 95 
de.sktop. this is your best bet, though con- 
sidering the current slate of PC soccer 
sim,s, that’s faint praise at best, % 



► GOTCHA! Although it sports a questionable- 
computer Al, Microsoft Soccer boasts much 
cleaner graphics than its competition. 


KICK ME 

Acsfectically, MS Soccer is remark- 
ably smooth and clean. ’1 his is a .sport that 
begs for clear, uncluttered definition of its 
onfield players, especially when tliey’re 
clustered in tight groups. Granted, the 
characters are gencrically drawn and look 
like animated department store man- 
nec[uins, but tlie game makes up for this 
shortcoming with realistic motion-cap- 
tured animation. Microsoft’s .stadiums 
aren’t elaborate, but their use of digitized 


^APPEAL: Soccer fans of all ages 
and skill levels. 

^PROS; Excellent interface and sim- 
ple, but clean, graphics; nice assort- 
ment of specialty moves; remote play 
a breeze to set up. 

►CONS: 

Computer Al 
ranges from merci- 
less to idiotic; 
gameplay tends to 
be sluggish, even 
at minimum hard- 
ware requirements. 







Price: S44,95 
System Requirements; 
IBM-compatible 486/66 
or better 

processorfPentium 75 
recommended), 
Windows 95, 8MB RAM 
(12MB recommended), 
20MB free hard drive 
space, 2x CD-ROM, 
256-color SVGA video 
card with 1MB VRAM 
(2MB recommended), 
mouse. Supports all 
Win 95-compatibIe 
sound cards, joysticks, 
and gamepads. Modem 
or network card 
required for remote 
play. 

if of Players: 1-4 
Protection: None (CD 
must be in drive) 
Designers: Dino Din! 
Publisher: Microsoft 
Redmond, WA 
(206) 882-8080 
Reader Service fl 323 
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THEIOPEN 

CHAMPIONSHIP 


O Spectacular graphics 
with 3-D course objects 


O Real-world bail flight 
physics 


/Vtl'l 


O Multi-round 
tournaments with 
actuai British open ruies 

O Compete as or against 
8 featured pros 

O First-ever animated 
interactive caddie 

O Play-bv-piay and coior 
commentary by ABC's " 
Jim McKay with over 
5,000 unique phrases 

O Fuily animated, 
reactive gaiiery 

O Two legendary courses: 
St Andrews & Royal Troon 

O Realistic weather 
conditions that 
impact play 




0 1996 Looking Class Technologies, inc. Licensor and the Software Product is distributed under the authorization of The Royal & Ancient Coif Club of St Andrews. St Andrev/s and Royal Troon Courses are u; 
by permission of the St Andrews Links Trust & The Royal Troon Golf Club. The Open Championship Logo is used under license from "The Championship Committee Merchandising Ltd.’ 

All other trademarks and trade names are properties of their respective owners. All rights reserved. 




CAMUND 

Compete in the first and oniy officiaiiy licensed, 
championship tournament golf game... 

British Open Championship Golf 






Some golf games let you play against the pros. Others take 
you to famous courses. But only one captures the drama, 
excitement and intensity of competing against world-class 
professionals in the greatest international tournament of 
them all — British Open Championship Coif" 

Played on a breathtaking recreation of Scotland's legendary 
St Andrews and Royal Troon 
courses, British Open 
Championship Coif" is the 

most exciting golf simulation ever. Test your skills against 
towering bunkers, monster greens and deep rough. 
Compete with more than 50 of the world's top pros. 
Battle Scotland's unpredictable weather. See and hear the 
crowd react to your every shot. Enjoy live play-by-play 
commentary by ABC's'"Jim McKay. There's even an interactive 
caddie you can turn to for advice. So when you're ready to stop playing a round. ..start 
playing British Open Championship Golfl 



BRITISH OPEN 


CHAMPIONSHIP 



GET INTO THE OPEN 


www.britopen.com 
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Price: S49.95 
System 
Requirements; IBM- 
compatibie Pentium 
60, or better, proces- 
sor: Windows 95 or 
MS-DOS 6.0, or tiigh- 
er; 16MB RAM. 2MB 
hard disk space; 2x 
CD-ROM; SVGA video 
card; Microsoft-com- 
patible mouse. 
Supports Sound 
Blaster-compatible and 
other major sound 
cards- 

Protection: None (CD 
must be in drive) 
Developer: Dave Holt 
Publishers: 
MicroLeague 
Multimedia Inc. 

Lancaster, PA 
{717)-872-6567 
Reader Service §: 325 


Brains, 

Not Brawn 

MicroLeague Pro Football 971s the Thinking Man ’s Pm Bowl Choice 



by Dennis McCauley 

ro football sims come and 
«o these dav.s. often deliv- 
ering much les.s lluin their 
lijpcrboiic, trash-talking 
ads promise. One game 
lhat won’t disap]X)int, 
however (if\'(jii know 
what you’re getting into), 

i.s MiCRoLi'At’.ui'; Pro 
l''oc)m'\LL97. \Vlial you 
see is what you gel with this game, which 
must he rated thesimof ehoiee for hard- 
core NKI . fans who’d rather work the 
nuances of their game plan than the but- 
tons of their game pad. 

MlCROlJvNOlll'tPRO F(30IH\t.t,97 
(MPi') Is the latest incarnation of the long- 
mnning Pro I .I'AGUKFocyilHlJ, scries. 
With the acquisition of MicroSportsin late 
I996, Microl e'ague added Pr( ) I Jv\oi Hi: 
FoaiUMJ- and \’ctcran designer I9a\ e 1 lolt 
to their expanding sixirts gaming .stable. 'Iliis 
has to rale as one of the bc-st fice agent sign- 
ings of the year, [xirliculai jy since the game’s 
opening di i\ e under the MicroU'aguelalx:! 
mades its lx:st showing to date. 


Somc\s'hat of a niche product, M Pk’ 
eschews the state-of-the-art graphics and 
high-tempo arcade aeliou found in games 

likeM/\Dni-:N Foo’nwj,97and Fronti' 
PAOi-: SraR'iS: Ko(tihai.l Pro. Relying on 
a dead-on statistical model, iVIPF allows 
would-be Mike Holmgrens to simulate 
Nk'l , games with uncanny accuracy. 

’I 'he ‘97 release includes five past sea- 
sons (1991-95) on the CD-ROM. 

Additional NI'L cam- 
paigns arc expected to 
he made available as an 
extra download charge 
on Microl^ague’s Web 
site, but were not avail- 
able at press time. Nor 
w'as the just-completed 
1996 .season, which has 
left some gamers 
scratching their heads, 
since virtually every 
competing product 
included ‘96 rosters in 
the box. 

’Ihe relatively small 


number of past seasons may also dis;rp>- 
point buyers of last year’s PRO Ll'ACRll': 
Footbai.I ,, which included every team 
from 1961 on. Ambitious players can cre- 
ate llieir own teams, however, using the 
team-editing utilit)'. In keeping with the 
game's [ihilosophy, the editor is stat-based. 
Numiiers such as yards-jicr-carry for nin- 
ning backs, and completion and Ibri' per- 
centages for (juarterbacks are key to this 
game, rather than the subjective ([iialities 
like speed, strength, and agility that drive 
the h'RON'T i’\(.:t: scries. 

ALL GUSSIED UP 

Although MPFson-.scrcen look can't 
compete with its flashier eonrpetitors, vet- 
erans of the series will be pleased to learn 
tlrat the game has made some strides in its 
graphic presentation. Players now di.splay 
jersey numbers, and si/e differences are 
apparent between backs and linemen. 
Variable camera angles allow' complete 
360-degrcc horizontal rotation, and you 
can pan, tilt, zoom, and w-atch in,stant 
replays. Of course, the to]3 gra[)hics- 






fT'S TW? yVriMC^NAftU TW? 

SWoE AMC? “TWENl f/v\A^rNATfoMS 
THE iSeST oF 


3-D Ultra-IDini Golf is all the fun you'd expect from the game of 

mini golf luith a little something extra. 

A uJild ride through the right Bide of the brain. 

You get tuiD, nine-hole courses. Dhe uJith classic mini golf holes liHe the big shoe, the 
windmill. The other nine holes are totally nutty. There’s the space port where you can 
putt on the moon, the volcano where your ball can be incinerated in molten lava and a 
prehistoric jungle where the Tyrannosaurus Rex 
has developed a taste for golf balls. 

It's weird, wild and more fun than a 
whoopee cushion. 

3-D Ultra fHini Golf gives you incredibly 
realistic ball physics that maHe even the most 
radical banh-shots possible. You can play it 
I II I m alone or with as many as four players. 

3-D Ultra ITlini Golf. Call it cool. 
Iimd Call it amazing. Just don't call it normal. 
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REVIEW • HICROLEACUE PRO FOOTBALL 97 




oricnttcl sims lia\'c liiicl \'<iriablc camera 
angles and replay for several \ ears, but 
marr}ing these features to the MPl’game 
engine is a major advance for gamers 
interested in slat-based NI'’L simulation. 

On the down side, plavers still lack the 
size, crisp definition, and fluid mo\ e- 
ments of the graphies-oriented sims, and 
the turf frec|iiently gives the a]5|}earancc 
of shifting as you scroll along the field. 
Players and \'ard lines remain in place, 
but the grass seems to slide along 
beneath them. In a product that other- 
wise docs an outstanding job of immers- 
ing you in the action, this is one flaw that 
reminds you that it’s only a computer 
simulation. Also, w-hile the game’s anima- 
tions are the best yet in the series, a few 
glitches remain— such as the occasional 
phantom tackle. W^iilc 1 w as coaching 
Denver, I called a screen pass to 'Icrrcll 
Da\is. With the speedy hack yards ahead 
of the nearest Oakland defender, what 
looked like a big gain suddenly evaporat- 
ed when a tackier clo.sed the distance as 
though he had just been jet fueled. 

MPk'’s play-calling interface is quite 
easy' to use. Coaches can opt for a default 
play.l)ook of offensise and dcfensisc plays, 
or they can point-and-click to design a 
play on the fly. Using stock formations like 
the ])ro-sel, tlirec-w'idc-receiv'cr, and 1-fur- 
mation on offen.se, coaches .select their 


runner or rcceis er, and hole or pass route. 
On defense, \ii1ual defensive coordina- 
tors select their fonnation, coverage, keys, 
and double teams. Once both sides have 
made their calls, the animated playci's 
carry'out the action. 

Of course, there’s no joysticking 
allowed — MPI’ is a pure coaching sim. 
And he prepared for a challenging game 
when taking on the computer opponent. 
Wliile the Al i.sn'1 jjerfcct, it’s pretty dam 
good. One impros ernent that needs fur- 
ther tweaking, how'cs'er, is the recognition 
of secondary' receivers. In pa,st editions, 
QBs never looked off the primary icceis- 
cr. In the new \crsion if does happen, but 
it’s so infrequent it's barely noticeable. 

I'br gamers inteieslcd in tackling live 
opponents, MPh’ features modem play 
right out of the box. Internet play \ia 
'I’CP/IP is also projected, but wasn’t avail- 
able at pre.ss time. Gamers may wsint to 
visit the Mictol cague Web site 
(hlt|)://www.mmi.coni) to check on the 
availability of this anticipated patch. 

AL DAVIS, C'EST MOI 

MPFs league management utilities are 
robust. You can release all pro players into 
a pool and restock feaius. or conduct a 
college draft (there is no career mode, 
however). You can also manually conduct 
trades and waivers — no trade Al controls 


the other learns’ negotiations. Wdiile 
Microl cagaie has iiceased the names of 
Nh’l. players, they did not obtain riglits to 
the team names or logos. Be prepared to 
invest a few minutes manually editing 
team names unloss you don’t mind 
watching the Philadelphia 1 law'ks play the 
Dallas Bangers. 

Although this game system has been 
around for \’cars, tliere arc still a few 
warts. It’s a liability not to know which 
unit your op|}onent has on the field, ])ar- 
ticularlv on defense. On lorth-and-onc, 
for example, are they going for it or punt- 
ing? Should you call a punt return or a 
short-yardage defense? MI’I ' keeps you 
gue.ssing. Did \our opponent scud in his 
three-w ide-rccei\'er fonnation? Should 
you bring in your nickel package? /\gain, 
you just don’t kjiow. Hits lack of insight 
can badly burn you, especially against a 
human opponent. Also, while tlie game 
thrives on stats, their pie.sentation could 
be better. I 'or instance, the nishing and 
receiung stats are lumped together in one 
table. 'I here are, howc\'cr, excellent dri\’e 
.summaries and p!av-by-play charts. 

'Ilie bottom line is that MicROLF-NGIIIs 
Pro l'’oo’iB,\l,l, 97 offers a refined game 
engine loaded w'itb realistic Nh’L flavor, 
"llic newx eraon takes a big leap graplii- 
calk’ over its jrredecessors. and will please 
hardcore pigskin fans w ilh a .solid Al and 
multiplayer options. It’s not going to w'in 
over the gamepad crowd, but tho.se who 
a))prcciate the more cerebral aspects of 
this most physical of sports .should base a 
ball playing iVIlCROLrAClils PRO 
K00'mALL97.^ 


^APPEAL: Stat freaks and NFL 
junkies will love the authentic feel of 
this coaching sim. 

^mos: Refined game system makes 
play calling and stat management 
easy. Improved graphics and challeng- 
ing Ai make this an enjoyable solo 
game, while modem play provides 
head-to-head action. 
kCOHS: Graphics 
don’t measure up 
to other leading 
games, no arcade 
options, limited 
seasons, some Al 
warts. 
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“Can I challenge 
and my buddy in 
to a skins game 
on Maui 
in heavy fog 
at SAM?” 


Arnold Palmer 
Tibet 


1 an I golf in 16.7 million colors? Can I play against 
Palmer at Latrobe? Can I play against my friend 
I Can either of them beat me? Can I take 
Jkapalua Plantation Clubhouse? Can I play 
ball? Skins? Can I add In my own sounds? 
era over the ocean? Can I place a camera 
ball? Won’t that break the camera lens? 
the Links Championship Courses? Can I add 
WIN 95? Can I get 1600X1200 resolution? 
arching wedge shot back up on the green? 
react to a good shot? A bad shot? Can I 
windows? Can I see the tees break off? Can I choose from dif- 
ferent golfers? Both male and female? Can I use the mowing 
stripes to read the contour of the green? Can I take a 
Virtual Reality tour of Annie’s workshop? Can I golf in 
Hawaii, Pennsylvania and Chicago on the same day? Can I 
get a 3AH tee time? Can I hear the birds and waves in 3- 
D stereo? Can I hit my ball 1/2 mile out of bounds? Can 
I play from there? Can I watch aerial fly-bys of every 
hole? Can I choose from more than 15 add-on courses? 

Can I watch an instant replay of my swing? Are there 
multiple camera views? Can I challenge an artlfl- 
cially-lntelllgent computer opponent? Can I retract 
the control panel? Can I call toll-free for sup- 
port? Can I take multimedia tours of Kapalua and 
Latrobe? Can I save a round In progress, go to 
dinner, and finish It later? Can I send and 
receive text messages during a round on 
the modem? If I lived on the course 
could I find my house? Is Links LS the 
most realistic golf simulation 
ever? 
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The NEW Links 5-Course Libraries Vol . 1, 2 & 3: 

Playable with Links LS, Links Pro CD, Microsoft® Golf. & Links Pro CD Macintosh® www-accesssoftware.com • Code; 010-CGW 


“i\ Por a FREE Links LS Trial-Size version CD, call 1.800.800.4880 
V Call 1.800.800.4880 for a Pandora Directive Demo CD 
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RUN-N-GUNWITH1-4PUyERS0NPC, 

l-ePUYERSONPUySTATION. 


64 TEAMS S STADIUMS TO CHOOSE FROM. 


TOP ZO NATIONAL CHAMPIONSHIP TEAMS OF 
ALL-TIME. 


PUy CALLING ON THE FLy. 


HOT 

GAMES 




PlayStation 


AVAILABLE IN MARCH 


NCAA 


mw Hi«K(Bpe, <K. All tigbls memd. MliuhttjK Is a rtgislnd Iradtmark and Minihcape Spods Advanta^a and lAe MSA logo are liadeniatAs d 
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REVIEW • PRIVATEER 2: THE DARKENING 




Price: S59.95 
System 
Requirements: 
Pentium 75 (P120 rec- 
ommended), 8MB 
RAM, 40MB hard drive 
space, DOS 5 or bet- 
ter, SVGA graphics, 3x 
CD-ROM, mouse; 
Sound Blaster or com- 
patible, Ensoniq 
SoundScape, Gravis 
Ultrasound, or General 
MIDI sound card; joy- 
stick with throttle rec- 
ommended, 
of Players: 1 
Protection: None (CD 
must be in drive) 
Designer: Erin Roberts 
Publisher: Origin 
Systems 
Austin, TX 
(800) 245-4525 
Reader Service if: 326 




InteracGve 

Mishmash 


Privateer 2: The Darkening Has a Grea t Interactive Movie, 
But the Game Beneath Disappoints 


by Martin E. Cirulis 

O rigin'sPmvAlKNRgaveus 
lilookatllic capitalistic 
sidcoflifciii the Wng 
Conimaiidcr universe, 
wiicrc \'OU could make a 
fortune a.s a merchant or 
"uivship for hire, while 
tr\ing to soK’e the riddle 
of an ancient artifact. 
Now, in tlic full cinemat- 
ic liadition ofWiNC. COMM/VNDERlil and 
IV, Origin brings us another tale of the 
working class: PRi\'-MK)'.R 2: 'H-tr, 

D.arkI' NIXG. Whhout a doubt, Privaieer 
2 is the best intcracti\'c movie \et. It’s too 
bad the rest of the game sometimes feels 
like an afterthought. 

OUT OF MEMORY 

Privateer 2’s stoi}' begins with terror 
and chaos, and is so well done that you’re 
hardly bothered by the fact that \ou’vc 
u'andered into j'ct another game where 
your character is .struck with amnesia. 
After wihiessing a devastating starship 
crash in a crowded urban area, you dis- 





► MOVIE MADNESS The quality of the script and acting makes this game's interactive 
movie sequences its biggest appeal. 



► EMPLOYMENT OFRCE Instead of carrying c; 
I yourself, hire transport ships (which you’ll 
I escort). These guys work unusually cheap... 


co\er you’re Scr Arris, the onlysimivor 
from the starship and a very' special man. 

itseems that the only reason you sur- 
\i\'ed to see the hospital is that you were 
frozen in a heavily amiored cryogenie.s 
pod, and \M‘re revived after rescuers found 
it in the rubble. Unfortunately, either the 
crash or the hibernation has robbed \ ou of 
your memory, and all you kno\s' is the 
name wTitten on the pod, and the fact lhat 
you have a fair chunk of change (coin e- 
nicntly, just enough to purchase and outfit 
a ligi it fighter and begin your business). 

Bui before you can get more help in 
the hosjiital, rise darklj’-drcsscd guys 
with very large-bore energv' 
w capons arrive to confiscate you. 
/\flcra firefight betw een these thugs 
and a small starship; the hospital 
wall and much of the luKspilal slaff 
arc IK) more, and you barely escape. 
Now' a bitter man with a little 
nionc)’, some piloting skills, and 
plenty of mysteries (o soK c, von 
ha\’e to find a way to survive white 
you hunt for aaswers. 

As the game progresses, a series 
of clues eventually rcs'cals that you 


are fer from being) our average brain- 
addled Space Joe. E\ er\' time v’ou 
encounter a fellow citizen of the future, a 
video sequence is trij^ered and )'ou will 
usually have an o|3portunity to choose 
beh\'een a couple of key re[3lie.s tliat affect 
the course of the video dip. 

Wliile this is not the most original plot 
in the universe, Ibcrc’s an almost com- 
plete lack of those occasional excniciating 
lines that made iuirns out of good actors 
in Origin’s previous offerings. Your charac- 
ter is played extremely w'dl and delivers 
bis tight, bitter dialogue with the utter 
conviction that onl)' an actor who is 
liapp)- with liLs script can convev'. 

Behveen having an actual writer, Diane 
Duane, prepare the .screenplay, and film- 
ing in England, a locale w here acting has 
alvva)'S traditionally compensated for bud- 
get; tliis is the mo.si eiUerlaining, satisi)ing, 
adult interactive movie 1 have seen so far. 

ENGINE TROUBLES 

Ihe bad news is that the movie portion 
of Privateer 2 was about all that 1 found 
really satisfying in ibis game. 

'Ihc first di.sa])poinlmeul to veteran 
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\ESCENT ONLINE’" ^ 

1 ^ 
ROLEMASTER: MAGESTORM’" 

CASTLES II: SIEGE AND CONQUEST' 
'a;>LATTERBAIJL"‘ 
jViftTUAL POOL 
',^9 WARRIOR* /■' p ' 
MUtriPLAYER BATTLETECH' 

l‘ 

CASINO POKER’" 

LEGENDS OF KESMAI’" 


MOST 


BILLBOARD LIVE! 


THE ARENA IS BROUGHT TO YOU BY BA??THLINK NETWORK, INC., PROVIDER OF 
THE COOLEST, EASIEST INTERNET ACCESS ON EARTH. CALL TODAY TO SIGN 
UP AND RECEIVE YOUR FREE EARThil^lNK NETWORK TOTALACCESS'“ PACKAGE 
WitH EVERYTHING YOU .NEED ‘TO GET ON THE INTERNET IN MINUTES. 

/ ^-hmr # 


£arthLink Network* 


1 - 800 - 395-84 25 


IT'S YOUH INTEHNET’ 


£199StaithU[>k Netwwk, Inc. TrademaiM i 


; Kaw(<(| Inc. iU right* nesened 
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PRIZES CHAT ON-LINE TOURNAMENTS ONE USERNAME ONE PASSWORD ONE ACCOUNT 
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REVIEW • PRIVATEER 2: THE DARKEHIHC 


P RIVATEER 2 is unusually unstable for a Wing 
C oMMANDER-series game. Among the pro- 
gram’s unpatched (at press time) bugs are 
numerous potential crashes during video 
sequences and transitions, as weil as incompatibility with 
some rendition-based video cards (3D Blaster owners 
may find relief in the latest BIOS update on Creative Labs' 
Web site, www.creaf.com). In addition, this DOS game 
requires you to reboot Windows 95 in exclusive MS-DOS 
mode— it's getting a little late in the game not to support 
ninning in a DOS box. 

Until the inevitable patch is released, save often; espe- 
cially before and after accepting any mission, or when 
leaving a planet. If the game crashes when you try to 
land on certain worlds, try making sure that CD number 
one is inserted before you touch down. 


Confederation fliers Ls lliiil this stoi}’ 
take,s place so far fnan the beaten track 
that it may as well he in another dimen- 
sion. It bears no rcscmhlance in technol- 


ogj', look, or plot devices to the Kilralhi- 
rav'aged sectors wc ha\'c seen ev'oK'c and 
grow elsewhere. 

PRl\'An'.r:K2 continues the .slow deteri- 
oration of flight models that we’ve seen 
.since the advent of the movie technology. 
Wdiile WC-f allowed a choice of a slightly 
realistic inertial flight mode! (that fell a 
little like flying), or a simple arcade mode 
(that was more like driving a space-tniek); 
PRIv.\i i''.i :R 2 only lets ) ou drive the truck. 
'1 he combat portion would he much 
more exciting if your .ship didn’t go from 
flat-out to dead-stop fester than my old 
car. 'Hie graphic,s arc tally beautiful, bill 
the nioveinent makes them seem sterile 
and unrealistic. 

'Hie flight A1 for your opponents is 
weak Ajjart from a few distinct niaiieii- 
s'crs for some of the .ship.s, they all fly 
straight in at you, guas blazing, and then 
turn aimlc.s.sly trying to pick you up again. 
As long as you stay moving, you cai i win 


any fight by simply refusing to go hcad-to- 
head wiili another ship. I'reightcrs and 
capital ships also all po.s.scs blatant bitiid- 
spofs, and once \ou find them \ ou can 
basical!)- pull uj), match speeds in a slow 
crawl, and blaze awa)’ until they immolate 
without even trying to roll themselves 
over and bring;! turret to bear. 

No longer arc yon the l)ra\'c freighter 
captain tiding to make a huckwilji 
strange and exotic cargoes. Now you’re a 
fighter pilot who hires freighters to haul 
goods. Wliile this might have been an 
interesting option from the first 
PrivatekR, which made )'ou choose 
between fighters or freighters as a career, 
taking the freighter almost completely out 
of the loop take.s much of the flavor out of 
the non-\ideo part of this game. 

E\ en if 1 am ex-])ectcd to believe, 
despite iny contrar)' experience from the 
first pRiyATia'R, that these big freighters 
can make a living from the paltry' sums I 





PRIVATEER 2: THE DARKENINC • REVIEW 



pay to rent tlicm, any sense of realism is 
iiiKlcnnincd as soon as a militars'ship 
calinK' infomis \ oii that your cargo is 
clean while von arc in the middle of a 
ferocious firefighl with |)irate raiders. 

As it stands, it’s reall)' a mistake to bill 
Pkiva'IEEK 2 as a spacc-lracler game. You 
slionld on])' go for this one if figliter com- 
bat is what son were after in the first place. 


MIXED IMPRESSIONS 

Despite my misgivings on 
the superficialit)' of the simu- 
lation ins oK ed here, i have to 
admit that I enjoved 
Piy\«n':ii:K2 a great deal. The 
gritl}', dark SI' movie made it 
possible to play a game rid- 
dled with omissions and (jiies- 
tionablc design decisioivs. It’s 
not to sav that there weren’t a 
few intcrc.sting takes on a 
•Space sim; 1 think ihe ability 
to hire shijjs to work w'itli you 
wus an excellent idea as an option (but 
perhaps not as your main stnitegv'), and 
with a little hit more vision. PKIVAiKKIt 2 
could hav e allowed vou to put together 
real-time trade and convoy them to some 
tnily dangerous, esoteric star systems. 

If the thought of exploring an excellent 
science fiction action/invsterv' movie 
with some arcade-sg'le combat thrown in 


doe.sn't sound like enough mileage for 
your gaming buck, then you should prob- 
ably pass on pRiVAiTtER 2. 1 trulv- doubt 
that there vv ill be many peo|)le playing 
this one far past the storv line’s conclu- 
sion. ’Ihe sad Inilh is that even though 
the game is open-ended, once you get to 
the bottom of things, the trading and sim 
portions arc just too weak to keep an 
experienced gamer happv' for an extend- 
ed period of time. % 


^APPEAL: For fans of gritty SF, 
good acting and space sims that con- 
centrate on blasting things. 

^PROS: Come for the movie, sit 
through the game. 

^COHS: Thin and erroneous docu- 
mentation. A num- 
ber of video-relat- 
ed crash bugs. 

Shallow game 
mechanics make 
for a weak sim 
and trade game. 




A CD-ROM thriller by Jordan Mechner, coming in April, www.lastexpress.com ^Broderbund ^ 


CIRCLE READER SERVICE #370 


SIMULATION/SPACE 




AdiVisioH. 



Targeting, systems damage and radar gauges 
help you watch your rear and burn theirs. CB included. 


Forward, rear and dropped weaponry — plus a 
reinforced chassis for all-out hood-to-hood combat. 


lethallv Smooth Haoonog 


Dead-on vehicle dynamics courtesy of all-terrain tires and 
customizable brake and suspension systems. Shocks guaranteed. 


Over 25 armaments with enough 
firepower to create your own Death Valley. 


r 



Activillon li a rogliterod liaclemark and IntstiUlo '7t It a Iradomwk of AcKvIilnn, Inc. 0 1997 Actlvltlon, Inc. All other tradama'ki and trado natnoi aro ihg propadloi of their roipective ownen, All rlghti reserved. 
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Both the cars anti the 
tracks are painstakingly 
detailed — right down 
to the authentic decais 
and biilboards. 


Realistic rear- 
view mirror 
action lets you 
see who 's 
coming up 
behind you. 


The competition's 
intense as you race to 
overtake NASCAR 
champion Dale 
Earnhardt. 


Authentic 
NASCAR 
dashboard lets 
you keep track 
ofyourRPMs, 
fuel and other 
critical 
Information. 


Spotter and crew chief 
audio lets you know 
where the competition 
is as you race door-to- 
door with up to 39 other 
cars. 


NASCAR. Racing is aiso availabie for the Mac and the PiayStationi 


SIERRA" 


PAP'iSLiTJ 


We’ie talking aullfeollc — ckeck oat Uiis legal! 01996 Sleira On-Line. Inc. ^ani//of'‘-‘(lesignaleU3ilenurksol.orlicensedlaSicrra On-Line. Inc. All lights reserveil. NASCAR® Sacing 2 is olhclallylicensetltiy NASCAR. Papyrus and Papyius lego aicli 
Penske Sacing South. Inc. GeoH Bociine’s name and the likeness ol the tT car inctintmg the OVClimleniaikaie used under license uiihClB. Incorporated. The name ol and likeness olOaee Maids and the noine. merks and race car design ol the »7I U 
right to use the tuitw. likeness and Image ol Hendrick Moloispoils car DuPonl AulomoUre Finishes and Jell Gordon are gianled under license from JG Uoloispoils. Inc. The name ol Johnny Benson, itie name, maiks and race cor design ol Boliari ft 
logo are registered Irademaiks ol Proctor and Ganmie and may twt be reproduced withoul Ihe wrillen consent ol Pioclor and Gamble. Proctor and CamOle have licensed inese lights to Papyrus Design Group's name. Nome and likeness ol me a 10 Tide c. 
and Sagle are trademarks ol me Goodyear Tire and Bobber Co., reproduced by permission. Pontiac. Ponllac'Ariouhead' Emblem, and Grand Piik are liodemaiks ol General Molois Corporation used under license byl^pynis Design Group. Inc. NAPA Is u 
ol Bousli Bacing, Lh/onla. Ml. The Family Channel Irademiiiks, PRIMESTAB trademarks, Roush Pacing and Ted Musgrave's name andior likeness used by authority ol Roush Racing. Litonla. Mi. 



PC fia/ner called NASCAR. Racing “...simply the best racing sim ever created.” 
Here’s what makes NASCAR. Racing 2 even better; 


• Compete in the 1996 season with real NASCAR drivers 
and teams on 1 6 NASCAR tracks 

• Crew chief and spotter audio alert you to track 
conditions 


• Fast and easy Arcade Mode lets novices jump in 
and start driving immediately 

• Faster graphics in SVGA 

• Officially licensed by NASCAR, 





■ 

Learn all about 7-time NASCAR Champion Dale 

Ear nhardt, as well as your other favorite drivers. 



Now you can personalize your car by oreafing your 
own unique designs and sponsorships in the 
NASCAR 2 paintkit. 





Network play lets you race door-to-door and head- 
to-head with up to 7 other players. 


Choose all your race options, then compete ir 
NASCAR events like the NAPA 500 of Atlanta. 


See your local software dealer or for a taste of the action, 
download our demo from http://www.sierra.com/games/NASCAR2/ 

, ^,..:.PleyStalionanathePlaySlnll!inlososarelrademarksBfSonyComputer£nlertelmenl,lnc. RuslyWallacei nsme and lltelilienessot the t2 car. Including thg Ford Molor$port logo are registered liademaiksusea under Itcensimlh 

■e used under me license mill Marcis Aulo Racing. The name ol Bobby Labonie, ihe name and marks ol the Inietslale Balierles Company, and the name, rttarks and race car design ol Jos Gibbs Racing are used under license wllb Joe Gibbs Racing. Ibe 
- "-e irademark ol Penmoil Company, are used under license with Baharl Racing and Johnny Benson, The name and likeness and marks ol 03 GM Goodwrench Service slock car and Dale Sainhardl, are licensed wlin Dale Sernhardi, Inr 


Irom NAPA. The Ailania Molor Speedway Is a registered trademark, II 


Id track likeness are used under license Irom ihe Altania hiolor Speedway, The Valvollne trademarks, Roush Racing and Mark Marlin's name and/or likeness used by aulhorliy 
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Price: S45 
System Requirements: 
IBM compatibles: 486 or 
Pentium processor, 8MB 
RAM, SMB hard drive 
space, Windows 3.1 or 
better, 2x CD-ROM drive, 
SVGA graphics, mouse, 
Macintosh: 68040 or 
Power PC processor, 
SMB RAM, 1.5MB hard 
drive space. System 7.1 
or higher, 2x CD-ROM 
drive, coior monitor. 
if of Players: 1-8 
(Hotseat, Internet) 
Protection: None (CD 
must be in drive) 
Designer; Big Time 
Software (Chariie 
Moyian) with 
J. D. Webster 
Publisher; The Avalon 
Hill Game Company 
Baltimore, MO 
(800) 999-3222, (410) 
426-9600 
Reader Service d: 327 


Turn-Based Ace 


Flight Commander 2 Goes WWII 




by Robin Kim 


( ros-singii (raclitional PC 
wurgamc w illi ;i flight siin 
\s ()ulil seem like mixing oil 
and w ater: Higlit sim.s offer a 
sisccral first person experi- 
ence wiiere dexterit)' is a.s 
important as tactical smarts; 
but for wargames, strategy' is 
es'cry'lhiiig. Are w'argamers 
iiiterc.stcd in exploring the 
llirec dimensional complexities of air 
combat maneuvering? Can a diehard joy- 
stick jockes' also find luppincss in a turn- 
based dogfight? Oviat’n Ri;',ici I is a lac- 
tical-lcvcl air combat game, set in Europe 
during tire lalfer lia!f of World War II, that 
tries to appeal to fans ofl)olh genres. 
Battles arc fought from an ov erhead view 
just like the lioarrl w argame on wTiich it is 
based, but the realism of the underlying 
flight model rivals that of many conven- 
tional flight sims. 

Movement is conducted one aircraft at 
a time during lire course of each four-sec- 
ond turn. '1 he order in which planes move 
is governed by an elaborate initiative sy^i- 
lem that tries to account for both position- 
al advantages and pilot experience. 'Ihis 
w'orks pretty w'ell considering tlic fluidity of 
real air combat, but aw'kw'ard cases occa- 
sionally arise that force you to predict what 
a bandits going to do when 
you might feel you should 
be al)le to react to his 
actions instead. 

'Ibe slick interface 
makes it easy to get a plane 
to do whatever it and ils 
pilot arc capable of. All 
turns, climbs, dives, skids, 
and even snap rolls arc 
instantly and automatically 
boiled down into a final 
position, altitude, speed, 
and attitude by the pro- 
gram. ITard maneuvers 


► DOGFIGHTS TO ORDER The included mission builder gives you everything from 
I one-on-one dogfights to enormous melees of 72 planes. 


bleed airspeed, so pro])er energy manage- 
ment is essential, just as in a good flight 
simulation. Concepts familiar to sim vet- 
erans such as C limits (sfnictnral and 
physiological), high and low y'o-yo.s, and 
lead and lag pursuit all a])|3ly directly to 
CJI R’s aerial battlefield, llie only real flaw 
in the flight modeling is its treatment of 
vertical maneuvering. Though the energy 
loss from tight Immelmanns and pullouts 
from steep dives seems al)out right, accel- 
er.ition factors are miscalculated, so C 
effects aren’t applied when they should be. 
l‘or tho.se desiring less com])lcxity', 


IN THE MOOD The digitized speech and vintage film 
footage played during cut-scenes create an atmosphere 
that’s sure to draw you in. 


OT'R lets you simplily' the rules, trading 
detail for ease of [5lay. Unfortunately, the 
only .selection that models altitude is the 
one that has ev'crything; the others are 
strictly two-dimensional, and therefore 
bear little resemblance to tRie air combat, 

SITUATION OMNISCIENCE 

Controlling multiple aircraft simultane- 
ously from a Cod’s-eye view' necessitates 
compromises whicli, though they may be 
familiar to wargamers, arc completely for- 
eign to flight sim players. Cockpit visibility 
does wary between aircraft types, but it is 
as if all pilots on a given .side can commu- 
nicate tclcpatliically; Anything one ])ilot 
sees, all pilt)t.s can see. Situation aw'are- 
ness is thus too easy to come by; giving 
more freedom to maneuver than an actu- 
al pilot, w'hosc life depended on keeping 
constant sight of his opponent, would 
have had. Centralized control also per- 
mits coordination levels bey ond what’s 
possible in real life. 

Despite these problems, combat 
maneuvering remains realistic enough 
that intelligent multi-plane tactics— 
defensive s|)lits, drags, and bracket attacks, 
for cxam]5lc— are all but rec[uired to pre- 




All the pomer. None of the respensihllitp. 


Available Now for 
Wiiidows'’95& DOS CD-ROM 


"The real deal in real time." "Red Alert has set a 


"A new landmark in the 


"C&C is hack, higger and 
hadder than ever." 

-PC Gamer U.S. 


standard hy which other 
strategy games are now 
judged." -Happy Puppy 


annals of gaming." 
-Gameslice 


"Don't expect to sleep 
much after you boot up 
this one." -PC Week 


"One of the best you'll find flT RETAILERS EVERVWRERE 
in the world of PC games." . ^ gg qbll l-BOO-874-4607 
-Gamespot '‘i;. 


w wW. we stw ood*; CO m 


Command & Conquer is o registered irodemark ond Command & Conquer Rod Alert is o Irodemark of Westwood Studios, Inc.© 1995, 1996 Weslwejiod Studios Inc. 

Windows is a registered tradomork of Microsoft corporation. All rights reserved. ' • 





STRATEGY/WARGAMES 


REVIEW • OYER THE REICH 



he hardy P-47 Thunderbolt is the 
game’s toughest fighter, with 
impressive firepower to match. 
High altitude engagements are its bread and 
buttei; since it is less affected Iv the thinner 
air than most other aircraft. If the fight turns 
sour; the Jug’s ability to dive like a brick 
means escape is generally a viable option. 


A lmost an exact opposite of the 
P47, the Spitfire’s sustained 
turning ability is unsurpassed. 
Chaotic furballs expose the Spitfire’s biggest 
failings; an inability to absorb damage and a 
meager ammo supply. Your best bet is in 
tight turning fights that leave German fight- 
ers struggling to st^ in the air. 



I ntended primarily to intercept 

bombers, the Focke-Wulf 190A is nev- 
ertheless a dangerous opponent in a 
dogfight due to the awesome firepower of 
its four 20mm cannon. Though handi- 
capped by a very poor turn rate, its light- 
ning-quick roll rate often allows it to elude 
more maneuverable adversaries. 


vail against the oni.slancling coinpiilcrAI. 
OTO’s dogfights jjvovidc a g<K>cl testbed 
for experimenting with modern tactical 
doctrines that weren’t fonnali/cd until 
after tire war, such ;is locxse deuce, where 
one plane ties a bandit do\Mi while the 
other goes for a blind-.side kill. 

Between movement phases, planes in 
firing positions have their targets high- 
lighted with approximate hit probabilities 
to help you decide whether to pull the 
tri^er or wait for a better opportunity, 
luring options include picking which 
weapons to use and .setting gnu burst 
length (long bursts do more damage, but 
tend to cause jams}. Armament t)pes are 
historically aceurate, ranging from cannon 
and machine guns of various caliber to 
rockets and bombs. Damage modeling is 
quite detailed, with a host of po,ssih!e s)^ 
tem failure.s. Excellent .sound effects and 
animations make ever)’ .solid hit or kill a 
gratifting experience. 

If a single engagement drags on for 
long enough, random reinforcements 
may arrive for either side. 'Ihc frec|uency 
with w'hich they appear can get ridiculous 
at times, leading to battles that seem to 
grow without end. hbrtunately, a patch is 
available ftom Big Time’s w'cb site, 
www.bigtimesofhvarc.eoin, w'hich tones 
reinforcements down to belie\'able levels 


and makes several other significant 
im[)rovement.s to gamepla)'. 

THREE WAYS TO PLAY 

Scenarios include the following: 
canned or plas er-dcsigned dogfights; o\ er 
100 historical missions containing a mix of 
fighter svs’ccp, intercept, bomber escort, 
and air-to-ground action; even a lour of 
dut)' option that has s ou manage a 
sc]uadron of fighter pilots through a scries 
of .sorties, possibly changing the outcome 
of the w'ar in the process, ’ lliis latter lole 
playing element is very w'cll done, 
accounting for increasing experience, 
fatigue, casualties, and special attributes 
like keen eyesiglit. 

You may opt to fl\' for the USAAi'’, B^VI*’, 
or Luftwaffe, and all feature a large assort- 
ment of aircraft from w'hich to clioose. 
Each is unique, and deinands a different 
fighting sts’le for maximum effecti\ encs,s. 
'Iw'O players hot-seating on one PC, and 
Internet play with multiple partici]3ant,s 
[jcr side are both sup])orted, but only for 
dogfight missions. 

Non-combat flying is done over a large 
.scale map so you can .speed through the 
boring parts. From here, you can set your 
cmising altitude and decide w'hether to 
send some or all aircraft home if they're 
too battered to continue. Wlien enemy 


aircraft arc encountered, spotting, sur- 
prise, escape opportunities, and maneu- 
vering for advantage are all handled 
abstractly. Tliis o]3erational aspect of the 
game w orks well, condensing the tedium 
of pre-engagement positioning into a con- 
cise list of options. 

As a turn-based game, there’s no way 
OTR can pos.sibl 5 ’ capture the immediac)' 
of a convaitional first person flight sim. 
Nonethcle.ss, serious students of air com- 
bat w'ho aren’t hope!es.sly addicted to 
adrenaline-pumping action should find 
the varied tactical challenges it ]Dresenls to 
be both fun and educational. % 

^APPEAL: Flight sim players who 
enjoy experimenting with multi-air- 
craft tactics. Wargamers holding any 
interest at all in WWII air combat. 

Fught Commander 2 fans looking for a 
prop-plane fix. 

kPROS; Detailed and accurate simu- 
lation of flight, weapons, and damage; 
excellent At; nice graphics, sound, 
and period feei; great interface; very 
manageable learning curve 
>CONS: Some limitations inherent in 
a traditional 
boardgame for- 
mat, and the order 
in which planes 
move occasionally 
cause strange 
results. 
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'‘You've gol a friend in ihe business.”^ 



WARNING: When Speeding Toward 
The Future, Keep Arms And Hands 
Inside At All Times. 



The Intel Pentium® processor just got a turbo boost. It’s called MMX'" technology, the afterburner you 
need to make MMX instruction-enhanced game software go ballistic. 

Keep your hands inside the car at all times, because the GATEWAY 2000®P5-166 and P5-200 Family 
PC'" systems are now available with MMX technology. It’s the dose of brute power that lets you squeeze 
more performance out of MMX technology-enhanced games coming to market. The underlying Pentium 
chip also brings extra power to your current programs, all at a price you can afford today. 

When you’re ready to strap yourself into a new PC, count on Gateway for fresh 
technology built into a system custom configured to meet your unique 
needs. Gateway sales reps work with customers to help decide what 
components go into the systems. Then we build your PC rocket ship fresh 
and send it to your door, ready for liftoff. Technical support is just a 
toll-free call away, 24 hours a day, seven days a week. 

So what are you waiting for? Call Gateway today and we’i 
ship you a system so you can fee! the MMX technology turbo 
boost for yourself. 

And always remember to buckle up. 







Pentium' 



888 - 846-8571 

w w w . g w 2 k . c 0 m 


Multimedia Systems 

PS-166 Family PC*^' 

■ Intel® 166MHz Pentium® Processor 
with MMX™ Technology 

■ 32MB Synchronous DRAM 

■ 256K Pipelined Burst Cache 

■ CrystalScan®700 .28dp Monitor 
(15.9" viewable area) 

■ 2MB SGRAM, 3-D 64-Bit PCI Graphics 

■ 2.5GB 11ms HIDE Hard Drive 

■ 12X CD-ROM/3.5" Diskette Drives 

■ 16-Bit GATEWAY™ Sound 

■ Altec™ Lansing ACS41 Speakers 

■ TelePath® 33.6 Data714.4 Fax Modem 
for Windows with Speakei-phone 

■ New Look Mini Tower Case 

■ 104+ Keyboard & MS® IntelliMouse™ 

■ Microsoft® Windows® 95 


■ MS Office 97, SBEPlus 

■ MMX Technology-Enhanced Software 


$2199 


As Low As ' $76/mo. 


P5~200 Fam ily PC 


■ Intel 200MHz Pentium Processor 
with MMX Technology 

■ 32MB Synchronous DRAM 

■ 512K Pipelined Burst Cache 

■ Cry.stalScan700 .28dp Monitor 
(15.9" viewable area) 

■ 2MB SGRAM, 3-D 64-Bit PCI Graphics 

■ 2.5GB Urns EIDE Hard Drive 

■ 12X CD-ROM/3.5" Diskette Drives 

■ 16-Bit Ensoniq® Wavetable Sound Card 

■ Altec Lansing ACS-41 Speakers 

■ TelePath 33.6 Data714.4 Fax Modem 
for Windows with Speakerphone 

■ New Look Mini Tower Case 

■ 104+ Keyboard & MS IntelliMouse 

■ MS Windows 95 

■ MS Office 97, SBE Plus 

■ MMX Technology-Enhanced Software 


$2499 


As Low As’ $87/mo. 


■ Maximum data transfer rate dependent on certain variables including particular modems with which you are communicating, 
telephone lines, communications software and communications protocols. 


MMX Technology-Enhanced 
Software Bundle 


■ Pod™ 

■ Eraser™ — Turn About 

■ The Ultimate Human Body Version 2.0 

■ The Third Dimension™ 


MS Office 97 

Small Business Edition Plus 


■ MS Word 97 ■ MS Automap® 

■ MS Excel 97 Streets Plus 

■ MS Publisher 97 ■ MS Outlook™ 97 


Games and Entertainment Pack II 

(Available to new and existing Gateway customers.) 
Includes Bug!'" ■ Deadlock™ ■ MechWarrior®2: 
Mercenaries™ ■ 9™ • Pitfall™ ■ SPQR; The Empire’s 
Darkest Hour™" PC ProPad. $99 




GATEVmTOOO 


"You’ve got a frieiul in the business. ”® 

888 - 846-0009 

www.gw2k.com 



Pentium* 


©1997 Gateway 2000, Inc. GATEWAY 2000, CrystalScati. Viiiiron. hlack-anti-while spot design. "G" logo, TelePath and ''Yoti’ycgol a (riend in the bwinew" slogan are tegislercd Iradcniarks. and Family PC, and GATEWAY are indemarits of 
Gateway 2000, Inc. The Intel Inside Logo, Intel and Pentium aictndematks and MMX is a irtidematk of Intel Cotporalion, All olherbranda and protluclnanir.s arc tiadcmads or registered tndeniark of Ihcirtesprclive companies. All prices and 
conrigiiraliun,y aresubjccl to change wilhoul notice nr nbligalion. Prices do nol include shipping or applicable sales las. Many Gateway 2000 products are custom engineered in Galeuay 2000 spccirications, which may vary from retail versions of the 
software and/or hardware in funclionalily, performanen or compatibility, t Financinguvailableonapprovedcreditissuedandadminisletedby MBNA America* Hank, N.A. Payments based on 36-niontli terra at 14.9% Annual Percenlage Rate. 
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Vanilla General 


All the Flash, Little of the Gameplay 

by Tim Carter 


I deally, a sequel ought to build ou 
the succes,shil elements of the 
original, while still sporting enough 
originalih' to make the sequel a 
unique game on its own. /\nd in 
an age when man)’ companies 
appear content merely to add sce- 
narios or situations to an existing 
game engine without actually 
changing the basic design (think 
X-COM 2), SSI has earned praise for its 
innovative — and incredibly fun — line of 
games that began with P/\N/i‘;kGi ;Ni‘:nAi.. 

At first glance, S'lAK Gl^NKitAl, would 
seem to do for science-fiction gaming 
w'hat its sibling, Fan' 1>\SY Gl'',Ni';itAL, did for 
ores and trolls. But while S'lAlt Gl^N[;'ltj\lj 
is different enough that no one could 
claim they were bu>ing a made-over 
PANy-l^ll Gl^Nl'IllM, the designers seem to 
have lost track of w'hat made the original a 
clas,sic. Other than the dLstinctis ely clean 
and elegant Interface, there is little to 
mark this game as a GlCNEiW--style affair. 
In fact, tlie h\’o most coni]5elling aspects 
of the Geneiiu series, the campaign s)’s- 
tem and the wonderfullv varied designs of 
the different scenarios, are noticeably 
absent from Si;-\R GENERAL. 


TRAFFIC 0AM The gorgeous graphics have a draw- 
back: You must move the cursor over many of the 
ships to determine their class before planning your 
move. It’s tough to get much useful information from a 
quick glance at the map. 


CAMPAIGN DROUGHT 

lliere are no campaigns in ST/\R 
GenT-R/SL, and while there are a \^'ide 
range of scenarios to choose from— along 
with ample opportunit)' for generic cre- 
ations — 
the game 
tends to 
become 
repetitive 
far too easi- 
ly, with 
none of the 
unique 
challenges 
or com- 
pelling sit- 
uations 
that made 
earlier 

Geneiul 
games so 
interesting. 

Tlie war 

option, in which a flexible number of races 
arc set against one another in a generic 
unh’erse, doesn’t make up for the lack of a 
coherent stor) ’-based campaign that achi- 
a!l\' encourages \ou on to the next chapter. 

'lb compensate for the lack of 
a campaign, you must no\s’ 
build resource generating 
structures and research com- 
])lexes to buy new units and 
increase your generic tech 
IcN'cl. Tills doesn’t work near- 
ly as well as the progressive 
struchire of a campaign 
game. Worse, the game is 
su])]30sedly based on the 
Fleet series of novels by 
David Drake, yet little of the 
martial flavor and tension 
found in Drake’s exciting tales 
of interstellar conflict finds its 
w'ay into S'lARGl'iNtJlt/lL. 


The bluest fundamental change 
from the earlier GENERAL games lies, of 
course, in the division between space 
and planetar)' combat. Players now 
control fleets of spacecraft, which do 


WHERE'S MY FIX? While gameplay is clean and simple, Star General has 
few of the addictive qualities of Panzer General or Fantasy General, partic- 
ulariy in the ground combat sequences. 

battle in the surprisingly cluttered vast- 
ness of space. Once you have control 
of the area around a planet, you may 
send in your ground troops to fight it 
out on the surface. Tspicallv, each turn 
of space combat will be followed by 10 
turns of ground combat, to reflect the 
difference in traveling times. I found 
this system to work w'ell, and to offer 
some interesting strategic challenges 
with respect to taking, holding, and 
reinforcing planets. 

But that’s u'here the excitement ends. 
Sadly, ground coniijat is repetiti\'e and 
offers little opportunit)' for creative 
action. Part of the problem is the generic 
and rather square nature of most plane- 
tar)' combat. Tire terrain is simply not dis- 
tinctive enough to be interesting, and in a 
large game ground fighting can become 
a real grind. Plus, the computer makes 
poor use of its ground units, buying far 




Price: $54,95 
System Requirements: 
IBM compatible 
Pentium 90 or better 
processor, 16MB RAM, 
30MB hard drive space, 
DOS 6 (or better) or 
Windows 95. 1MB 
SVGA graphics, 2x CD- 
ROM {4x or better rec- 
ommended). mouse: 
supports Sound Blaster 
and compatibles, plus 
all Windows 95-com- 
patible sound cards, 

# of Players: 1-7 (hot- 
seat. direct connect 
through TCP/IP, net- 
work play via IPX) 
Protection: None (CD 
must be in drive) 
Designer: Catware 
Publisher: Strategic 
Simulations. Inc. 
Sunnyvale, CA 
(800) 245-4525 
Reader Servicett: 328 
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B ecause of the computer’s 
emphasis on weak units for 
ground combat, you should buiid 
a smaller; but better-equipped, 
force capable of operating a unified command. 

Use long range units to soften up the enemy 
defenses, and armor for the kilt. 

The A! seems to keep a hefty reserve of 
resource points, so don’t overextend yourself 
early in the battle. Be prepared for large num- 
bers of enemy reinforcements the first time the 
computer gets the chance. It is often a good 
idea to have reserves yourself, or at least to be 
prepared for a protracted fight. 

In space, employ the two principles which 
have shown success in earlier General games: 

Deploy combined forces to destroy isolated 
enemy units; and use a carefully planned assault to unlock 
large enemy fleets. 

Reconnaissance is crucial, as you need to be able to see as 
much of the enemy’s forces as possible before planning an 


attack. Use your missile ships to weaken key defenders, then 
move your heavy ships to the front iine to do as much dam- 
age as possible while ending their turn on squares covered by 
your missile forces. 



too much infiuitn’ ;iiul hciiig ven’ passive 
on defense. Tliis is suqmsing, gi\cn tlie 
Al’s ])rcdilection for sneaky coiintenit- 
(acks in holli l’.\v/.i:KGi:M;K\i.aiKl 
Cl'XKKM.. 

ALIEN DU JOUR 

llie teal meat of the game is in its 
modeling of space-i)a.sed naval coml)at. 
Ihere ate a vast tnitnber of .ships trom a 
di/yying anay of alien races. .Along with 
tile nsuai balllcship-crniser-cscort classes, 
there are .some inteiesting hybrid.s, includ- 
ing a powerful emiser-lransport thiit is 
c|uile luseful for cpiiek system raids. 

Oepeiiding on whom you ask. the 
graphics for space combat arc cither real!)’ 
nifty, or rcallv annoving. Pcrsoiially, 1 favor 
function over fonn, and thus foitnd the 
graphics lo he somclhitigofa problem. As 
yon might expect, each race has a com- 
pIctcK' different .set of .ship.s. and, corre- 
spondiiiglv, a clilfcTcnt set of ship icotis. 
’lire pit)I)lcm is. it takes a long lime to 
idetitifv which icon represents which hpe 
of ship, Mi-slakiiiga hatlleship fora trans- 
port e;iii throw a wietieh into even the best 
ktid platis, so ll lis becomes a real gameplay 


issue, rather thiit i ;i miittcr of tiistc. 

Combat is sitnple and quite clean. 
Kach utiit has a .slrengtli value, as iti the 
earlier games, atul lakes liits dttving an 
attack until its .strength equals zero, vvheti 
itdie,s.Tliis doe.sn't work as well iti re-cre- 
ating space combat, as it is rcasonalile to 
suppose that the different races might 
have both more weapon hpes (only beam 
and missilc.s are av ailable), and more 
innovative means of attack. 

More than anvthing, space combat 
reminds me of the naval combat in 
QQI’s venerable Tl li: C!UNi:)!i;s'l’ 
h'LKt'r. VMiieh is not lo .say that it isti’l 
fun, just that, as in TCI', it seems lo lack 
a greater purpose. 

Also, the initial release of S'lAR 
CivNKll'M, eontaitis .sotne glaring flaws in 
the strategic Al. [be cotnputer won’t 
maiiage its economy well or expand to 
neutral planets, making many .scenarios 
and generic wargames complctclv point- 
les.s. Not onlv’ does this make )ou cjiies- 
tion tlic depth to which the game was 
plavtested, vou’ll probably find — even 
after installing the verv’ necessarv' patch — 
tiiat S'lAR Gt;NI';R.\L functions better as a 


piece of soflw arc than as a game. 

All of this Ls a piiyyJe, given that SSI 
designers generally know whv tlieir series 
games are sueeessRil. Somehow, the dev el- 
opment of S'i:\R Gi’.Nl''jt.AI. left it bereft of tlic 
most altracfive clcmciils of the Gf:\lvR,\L 
line, with naught but a slick and meaningless 
o|x.Tational .s-[xicc wargamc in its place. 

If u)ii feel a burning desire to fight end- 
less .space battles with relatively little 
thought, GivNt-illM. is for v’oii. 
Otherwise, 1 surest dividing your time 
between MOO 2 and a dusted ofl^ version 
of PAN'ZliR GlvNiJl-U., which remains the 
strongest game in the series, % 


^AFHPEAL: Only for those craving a 
scoop of vanilla-flavored operational 
space combat. 

^PROS: Clean interface, simple learn- 
ing curve, with some fun moments in 
space fleet actions. 

>CONS: So 
generic and lack- 
ing In flavor that 
it generates little 
of the suspense 
needed to make a 
truly addictive 
strategy game. 
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(aneous or turn-based play 








Command & Conquer Gold Edifion for Windoius® 9S! 




Super VGA Graphics intensify 
realism and excitement 


Internet Head-to-Head play 


Play against competitors across the world 
with Westwood Chat* 


New Command & Conquer Theme Pack includes 
screen savers, icons and desktop patterns 



BviiMItaUtliilersEverijiiiliCfe 

ircalll-10D-Brntll/ 

‘ Requires exishnglnlemet access 


Westwood " 

www.westwood.com 


Command & Conquer is o regisleted 
liodemork ol Westwood Studios, Inc. 

© 1997 Wtestwood Studios, Inc. All lights 
leserved. Windows 95 is o registered 
Irademotk ol Microsoft Coqiorotion. 
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Price; 39.95 
System Requirements; 
IBM-compatible 486DX 
or better, 8M8 RAM, 
20MB hard drive 
space, DOS 5 or better, 
SVGA graphics, 2x CD- 
ROM, mouse: supports 
Sound Blaster and 
100% compatible 
sound cards. 
a of Players: 1-5 
(hotseat only) 
Protection; None (CD 
must be in drive) 
Designer: Broken 
Arrow Entertainment 
Publisher: The Avalon 
Hill Game Company 
Baltimore, MD 
(800) 999-3222 
Reader Service #; 329 


A 


DaiR Side 
Of The MOO 


Battle Beneath the Dirt in AH’s Murky CaveWars 


by Mark Clarkson 

t lias been years since our race 
was banislicd to the dim caverns 
beneatli tlie surface of the world, 
to dine on mushrooms and con- 
tcm])lafe our shame. Worse, we 
are forced to share these drear}' 
caverns with other races, each 
more loathsome than the Iasi: the 
ever-copulating 'larchoiis; the 
slug-like Advari, who leav'e foul, 
slimy trails in the dirt; and the 
humans.,.don’t get me started. 

But our time of .shame is at an end. 

Tlie finest brains of our kind are research- 
ing new w'eapons, more [lotent magic, 
and new teclinologies of all kinds. Tlie 
time has come to raise up vast annies, to 
purge the caverns of Ibido of the othei' 
foul races, and to forge an in\'incible 
empire here in the dark. And then let 
those who hold tlie surface beware! 

SPELUNKING WARS 

Welcome to Ibido, the world of Avalon 
Mill's new strateg}' wargame, Can^Waiis. 
Tihnk of it as MOO ])la}'ed in a big hole 
in the ground. Ganiejilay takes place on 
fi\'e levels, w'itli holes leading up and 
dowi to connect tliem. You must explore 
all levels of the vast caverns, locate food 
and minable metals, and conciuer all the 
enemy races w'ithin. 'Pliere arc also a 
sprinkling of neutral cities throughout the 
caves, although these needn't be defeated 
in order to win. 

Tliere arc eight different races to 
choose from, their basic characteristics 
defined by population groMh, combat 
abilities, strategic mo\'ement, and research 
ability. Research ability is further divided 
into four specific areas: weapons, trans- 
port, cave technolog}', and magic; and 




finally, magic is subdivided into the follovv'- 
ing types: earth, summoning, transport, 
and viewing, liach race has a unique com- 
bination of abilitias. Some are incredible 
witli weapons but terrible with magic, and 
vice versa. l;!ach race (exce|>t humans) also 
has a S])ecial ability’, lire Bergbui eat rocks 
instead of food, trolls cany' out blitzkrieg 
attacks, the Gakkir arc mass 
murderers...all in all. an appealing lot. 

You can play either on the Ibido slan- 
danl map, the Ibido map with random 
starting locations, or a randoml}' generat- 
ed map where you control the densities of 
metal, food, and open s|)acc. 

At the start of the game, the entire map 
is blacked out except for the area within 
one space of your initial city'. Intelligence 
is the name of the game: First, you need 
to know' where tlie cneni}' is. Second, }Ou 
need to know wlierc the metal and food 
are — and how to get them. You can cither 
employ magical s]3ells to reveal new parts 
of the map, or send units there on foot, in 


a tank, or mounted on a giant toad. 

Ihc caves are maze-like and filled with 
tiny, cramped jjassageway's. Units can 
only see a space away from them, and you 
cannot send a unit into non-revealed terri- 
lor}', so mov'cmcnt at the beginning of the 
game is rather tedious. 

TbuTl need metal for most things you 
build, and it’s an exhaustible resource. 
Metal comes in three flavors: bronze, iron, 
and mithril; each belter than the last. A 
mithril tank will drive farther and hit hard- 
er than a bronze tank, for example. 

'^Ib mine metal, you’ll need engineers. 
You can use engineers to bore mines or 
new tunnels up and down to adjacent lev- 
els of the cave or through the cav'e walls. 
Fngineers can also build new cities. 

Wlicn you start the game you’re able to 
build only the most mdimentary 
w'capons: spears, bronze svv ords, and the 
like. To win } oil'll need to research more 
and better w'capons — flintlocks, maciiine 
guns, mobile artillery, and more. 
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THE GnmE 
RT STRLKS BRCK! 




Bored of hunting mindless drones that 
loll around dungeons waiting to be put 
jPut of their misery? Tired of blowing 
emons that couldn’t catch a 
a challenge? How about a 
gives you a deathmatch 
time whether you’re on a 
work or not? 
you. With 6o unique psychotic 
gladiators. With enemies that think 
like a human opponent and track you 
down. Enemies that lay traps and can 
smell your fear. Enemies that know 
where you’re hiding. With enemies 
that want to kill you. Like a dog. XS. 
This is the end of mindless violence. 


( 3 ^ 

GT late, 
^ i Softwan 


GT Interactive 
Software 

www.gtiiiIsiaclive.CDrn 
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Better weapons rely on oilier technolo- 
gies. To extract and work iron and mitliril, 
for example, you need better cave lech- 
nology; and j'oii must master transport 
technology before you can build tanks, 
dlic different kinds of magic also provide 
weapons (earthquake), defenses (teleport 
enemy), and invaluable aids (map an area 
or transport troops) once you’ve 
researched them. 

You control the amount of energ)' )'ou 
put into research (as opposed to the 
amount put into production, defense, and 
magic) with sliders, a la MOO. You can 
further control which areas of technology' 
or magic you w'ant to research, and each 
city's resources can be individually distril)- 


uted betiveen production, research, 
defense, and magic. 

TWISTING CAVERNS 

CAVi'WAltS has a few rough edges. I’irst 
of all, it’s dark. Really dark. Too dark. Some 
of the controls are well nigh invisible. Also, 
it’s more of a chore than it should be to 
manage multiple cities. 

Once 1 selected a unit, I could find no 
reliable w'ay; other than hitting the escaj^e 
key, to deselect it again. As a result, 1 con- 
stantly sent units in the wrong direction 
while trsing to select a different unit or 
city or mine. 

Animation, such as it is, is perfunctorv'. 
In battle, the units .slide up to each other 
and red Xs appear over tire 
dead units. AHacks w'ith 
ranged w'eapons are shown 
W'ith simple dashed lines 
and the like. You have no 
control over the battle; it 
resolves itself, automatically, 
llic computer rolls some 
virtual dice off in RAM 
somewhere and reports the 
results, dlic w'holc process 
takes about 10 seconds. 

The battle itself does 
make sense, in that tlie units 
arrav themselves in a logical 



^APPEAL: Fans of turn-based 
. games who value gameplay over 
. graphics. Agoraphobics who want to 
play MOO, but just can’t. 

^PROS: Solid Al, chalienging game- 
play at times. Nice mix of races to go 
' with random maps. 

>CONS: A depressingiy dark inter- 
face. Disappointing graphics and ani- 
mation. No LAN, 

. modem, piay-by- 
emaii, or Internet 
play. Could have 
been a true alter- 
native to MOO or 
Civ II, but falls 
well short. 



Time is Definitely Not on Yonr Side 



► CORPS OF ENGINEERS Think in three dimensions. 
It is often shorter to move to an adjacent level and 
then back again than to move from place to place 
within a level. If not, have an engineer bore some 
more holes so that it is shorter 


S tart with a randomly generated map, rather 
than the standard Ibido map, then set the 
map up to have more caverns and fewer 
twisty passages. But regardless of which 
map you use, it’s imperative to use the layout of the 
cave to your advantage. Immediately search for, and 
control, those twisty passages that lead to your cities. 

Next, find enemy cities as early as possible. If you 
leave an Al unmolested tor very many turns, it will eat 
you alive. As soon as possible, build mounts to 
increase the range of your explorers. 

Don't be fooled by the game’s leisurely pace. There 
is a lot going on each turn. Dwarves will be driving up 
to your city walls in tanks before you know it. It takes 
careful management of all your resources to prevent 
them from rolling right over you in a few dozen turns. 


w;i\'; forcsiuiiplc, riingecl 
w-ciipoiis fire al the 
approjjriate distance. 'Hie 
battle usually seems logo 
to the side it ought to. 
Still, 1 expect many 
gamers lo find this aspect 
of Cavi-'.VVaiis disajopoint- 
ing. After feasting on the 
ricTi graphics and total 
tactical control offered by 
games like Loiu:)S oi' 

'll IK RtvM.M 11,1 found 
C.avI'.Waics’ battles a little 
flat. But to be fair, battle- 
field tactics aren't the 
jjoint of CaV'EWaics. 

Abbreviated battles 
nobsttlistanding, 
C.-\\Ti\V/\RS is a long 
game, similar in fee! to 

MOOorCMU7AnoN. 

Icvcn x’ctcran w'argamcrs are in for a long, 
hard micro-managed battle, with lots of 
time .spent jwring over tables of hit j^oints 
and defensive strengths. And unlike 
MOO or Civ 11, the highs of CaviWaics 
don’t quite jiistii)' the time investmcnl, at 
least in solo jjlay. 

You can vie for dominance of Ibido 
against multi[)lc human players, comput- 
er Als, or a combination of the two, up to 
a total of five, l-lowes cr, Ca\'I-',War.S sup- 
ports only hot seat for nuilti-piayer gam- 
ing— no modem, L/XN, direct-connect, 
internet, or even play-by-einail — a real 
shame, since a brisk multi-player option 
might ha\'c saved CamAVaics from being 
mired in mediocrity. S 
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Krush, Kill, 'N Destroy your enemies in this real-time strategy game of post- 
apocalyptic Earth. Units gain experience. Plus you'll be able to charge ahead, 
around, and over the 3D rendered terrain. It's the desperate Survivors or the 
horribly mutated Evolved. First one to live, wins. 

• Experience the best A1 in real-time strategy - units gain experience, use 
ambushes, and retreat 

• Fight across detailed, 3D rendered landscapes in hi-resolution SVGA (640x480) 

• Full multiplayer gameplay with up to 6 players on a network and 2 player 
modem support 

• Command 50 different units and buildings, each with detailed animation and 
digitized speech 




Windows® 95 ConipaUlile 
& MS-DOS CD-ROM 


•(. © 1 997 0eom Software PTY ITD. KKND is a trodemork ond Melbourne House is a registered Trademark oF Beam Software, Electronic Arts is o registered trademark of Electronic Arts. All rights 


STRATEGY/WARGAMES 


REVIEW • HARPOON CLASSIC 97 


:: 


= 

ilfMIt 


■Hffi 



Price: $49.95 
System Requirements: 

486DX-50 or better 
processor (Pentium 90 
or better recommend- 
ed). SMB RAM {16MB 
recommended), 
Windows 3.1 or better, 
SVGA graphics, 2x CD- 
ROM drive; supports 
Windows-compatible 
sound cards. 
Protection: None (CD 
must be in drive) 
Designers: Larry 
Bond, Alliance 
Software 
Publisher: Interactive 
Magic 
Research Triangle 
Park, NC 
(800) 789-1534 
Reader Service if: 330 




Ship-Shape 

Harpoon ’s Latest Refit Makes the Game Better and Adds New features 


by Jim Cobb 


H AnKJON i.s the Iowa class 
battlc,shi]3 of serious na\'al 
games. The underlying 
sinictiirc i,s ,so solid that it's 
worth any number of 
[ratches and add-ons to 
keep it around. Tliis latest 
refit not only polishes the 
model and centralizes the 
many battleseLs, but also 
adds features tliat enhance the original. 
Interadive iVlagic coiicctly chose 
lT/\)ti’0()N CL/\SSIC as a base, a\'oiding 
the multimedia cxccs.scs of ITaiu’OON II. 

’ [ he cTick-and-drag interface is well suited 
to Windows 95, making the .setting of .sen- 
sor, mos’eincnt, and weapon ]:arameter.s: 
.sizing; opening and clo.sing of windows; 
and designation of waypoints and targets 
much easier than before. The updated 
data ba.se, including over 1 19 entries, uti- 
lizes Windows 95 s graphics to great effect. 
The geography in the group map now has 
te.vtured color graj^hics; Euro])e, the 
Mediterranean, and the Indian Ocean 
never looked so good. Combat action 
uses animation instead of movie clijjs, 
showing the relativ e position of weapons 
and targets, and retains the tension of 
anticipating hils and misses in one of the 
first real-time games. 

Cameplay is left unchanged from the 



HARDWARE HEAVEN HarpoON 97 is 
worth owning just for Lariy Bond's 
exhaustive data on naval platforms. 



► triple-decker sub The Win 95 interface lets you keep an eye on the fleet and 
the movement of enemy vessels while you maneuver individual units. 


original. You command task forces of 
varying sizes and objectives, with different 
eombinations of air, surface, and .subma- 
rine assets (now including, marines and 
minefield operations). Orders are given al 
the operational level through a set of 
prompts, and unit micro-management is 
not absolutelv ncccs.sary' to win. l^ilher, 
you must develop a fee! for time, space, 
and the capabilities of as.sel.s. 


fare, in limited actions, against traditional 
allies who wc-re backed by Russia? Tlie 
Scenario Editor is a pleasure for players 
vv'ho'll want to create their own battles. 

A few familiar bugs still axist.The auto- 
fonnation of defensive as,set.s doesn’t work 
c|uite right, and in-llighl fiicling remains a 
problem. Kvpcrts vv ill find some discrepan- 
cies in the unit depictions, and .synchroniz- 
ing attacks on the Siime target from differ- 
ent bases recjuircs more work than seems 
nece.ssarv. i iow ever. Interactive Magic 
continues to correct these witli patches. 

hi a luitshcH, l-L\iy>OON 97 continues a 
tradition of elegant and enjoyable, if 
admittedly complex, gaming. Tlie open- 
eiuledne.s.s and continuing improvement 
of this serie.s make it one of gaming’s jew'- 
els, and it's well vv'orlh the purchase for 
any naval enihusiasl. % 

PAPPEAL: Serious naval enthusi- 
asts, or anyone who wants some 
depth with their real-time gaming. 
KPROS: Gameplay and graphics of 
this proven system are enhanced by 
the Windows 95 interfaca Still the 
most realistic experience this side of 
the Naval Vbr 
Collega 

^CONS: Minor 
bugs, some prob- 
lems with synchro- 
nizing attacks mar 
an otherwise 
excellen^odu^ 


NOT JUST A GAME, 

IT'S AN ADVENTURE 

T he interface and graphics allow ready 
access to an enjoyable and tense simula- 
tion. Proficiency, however, requires some 
study' of naval technology'. /Vid while the 
AI is better than most, especially given the 
complexity' of the game, it is .still .somewhat 
predictable. A nice plus, tlien, is a module 
allowing l-LxRi’OON 97 play on AOL versus 
other human admirals (an offer for ten 
free hours of AOl , i.s included). 

Veterans will enjoy not only the com- 
plete collection oflT/Mti>(X)N battlescts, 
covering the Cold War and the ]3criod 
after 1990, but also a new calculus for con- 
flict with the EC2000 battlcset. Its para- 
digm is that an Euroj^ean Union, free of 
NAT’O, challenges the economic intcrcst.s 
of the US, Ensiling trade wars heal up 
into a .scries of small conflicts involving the 
latest deadly' toys. Mow would the U.S. 
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‘A top 10 game pick for 1997, a visual treat? aS 

- C.nws M.in.izhic CrCLE READER SERVICE #264 
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If your softcore could dream.... 


it would dream of running on a MACH V 


Falcon Northwest's MACH V series of custom built PCs - 

band crafted silicon for those who accept only the best 



"Falcon Northwest took top honors in 
CGW's review lost year, and rightfully so. 
Overall, the MACH V is once again about 
the fastest rig of the bunch this year. 
Windows performance was rock-solid 
accross the board, with wins in just about 
every category, including 3D graphics." 

- Computer Gaming World 


"A welcome by-product of the compo- 
nent choices is the MACH V's excellent 
business-application performance" "The 
MACH V's Winstone 32 score [beat 8 
other 166 MHz machines, and even a 
Pentium 200] for first place. The Falcon 
beat out its 1 66MHz Pentium competitors 
on hard drive and graphics performance 
as well." 

- Computer Shopper 


FALCON NORTHWEST 


COMPUTER SYSTEMS 



Computer 
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by Loyd Case 


I magine llic life of a real merce- 
nary' commaiicier. Yon search out 
ciisfomers, negotiate contracts, 
hire mercenaries, and send them 
off on missions; repeat ad infini- 
tum. 'llicrc’s no illusion of saving 
the world, just an endless cycle of 
iLssignmeiits for anonymous 
client.s. 1 1 s probably a pretty point- 
less existence, w'hcn you get right 
down to it, and pointless pretty much 
describes WvetLS O! ' \V/\ll, the tactical 
combat game from New World 
Computing. 


Price: $39.95 
System Requirements: 
486/66 or better, SMB 
RAM, 50MB hard drive 
space, VGA graphics, 
2x CD-ROM Drive, 
Windows 95. mouse: 
supports all major 
sound cards. 
Protection: None 
Designer: Random 
Games 

Publisher; New World 
Computing 
Woodland Hills, CA 
(800) 325-8898 
Reader Service #; 331 


► LETS TALK BUSINESS Every Wages scenario starts out in your office, where you 
screen clients, pick missions, and make calls for mercenaries and weapons. Then 
it's off to battle. 


'Ihat’s right, you lease wcapoivs. Now. I've 


PLAIN WHITE BOX 

\V\GIvS 01’ W\K is a turn-based simula- 
tion of .squad-level, tactical combat. ’^Hierc 
are only infantry sc[uads to command (no 
vehicles or aircraft), although mortars 
occasionally supply light artillery fire. 

Kach soldier has action poiirts, which are 
used to move, .shoot, reload, .search an 
area, or blow' things up. From the begin- 
ning, WagIvS ok W'\lt has a \'er\' generic 
feci to it. The main interface screen looks 
like a run-down office, and the drill for the 
entire game is preiiy simple and repetitive. 

First, the videophone rings and a client 
calls you about an assignment. You get 
several faxes; some to nego- 
tiate price, s, bonuses, and 
deadlines; and one from 
your accountant to evaluate 
each job. Then you get 
reports on your mission, 
which may or may not be 
accurate, depending on 
iiow much you pay for the 
intelligence. Next, you flip 
thmugh the rolodex to pick 
your generic-looking mer- 
cenary team. 

After ]3icking vour team, 

_vou lease wea]3ons from 
one of several catalogs. 


never been a .soldier of fortune, but 1 .su.s- 
pect the a\ emge shadv' w capons dealer 
would just as soon nev er see the stuff 
again once it’s unloaded. Tour accountant 
calls one more time, to faxv'ou trav el 
costs. You pick the be, si travel option and 
vour team arrives, along w'ith a crate of 
weapons and gear. You equip your sol- 
diers-for-hire and, time willing, send them 
off fora litile training. Then off they go to 


fight it out and return victorious. Finally, 
v'ou get a mission status from your 
accountant. 

In the next mission, v our phone rings 
again. It’s a potential client, who sends 
you moic faxes...and so it goes. There's no 
overall stoiy'and no cutscenes — about 
the only pretense of a stor)' is one recur- 
ring, shady character, Salvatore, that you 
assa,ssinate in the final mission. There’s no 
preten.se of suspense during the cam- 
paign; it’s just some playable .scenarios 
strung together, w'ith a .score at the end. 

FORCE RECON 

Tire saving grace is the tactical combat 
.system, which is a good tactical engine in 
.search of a game. One intere.sting feature 
in thecomhat is that movement is initia- 
tive-based. lYople W’ith better initiative 
mov'C first — probably more realistic, 
though irritating when trving to move a 
team of ini-xed speed through a narrow 
door. According to the manual, the 
weapons damage done when a combat- 
ant takes a hit is modeled realistically, 
making both your side and the other guy’s 


( SLOWED 'EM UP GOOD The tactical combat engine in 
Wages is good, with a nice initiative-based movement 
system. Intelligent tactics are rewarded in the system, 
and realism is well-maintained. 




Jagged Defiance 

Engaging Tactical Combat, but Where’s the Game? 





Macro 1: F-22 Lightning H' 


Macro 2: AH-64D Longbow 


Macro 3: Descent'II 


Macro4;1etfighterIII 


Launch 3 missiles, 


THEN RELEASE A ^OMB 


Lower flaps, lower landing gear, decrease 


to ensure destruction 


throttle and bring 'ER in for a UN.OING 


-Set formation, engagetargetand fire 


Check your six! - Program 


Rocker Switch tq.zoom 
in/out of your radar hud 


The EagleMAX flight joystick 


FROM ACT Labs puts 18 


PROGRAMMABLE FUNCTIONS AT YOUR 


FINGERTIPS. HYPER Programmable 


TECHNOLOGY POWERS UP TO 10 


KEYBOARD COMMANDS INTO A S NGLE 


BUTTON. Store custom-designed 


COCKPIT CONTROLS IN FOUR 


DIFFERENT GAME MACROS AND 


PROGRAM ON-THE-FLY WITHOUT EVER 


LEAVING THE BATTLE. 


pliable at: Electronics-Boutique, Buy, Lecl^rnere ^ 


©1997ACTLatK)ratoryLld. Allfightsraserved. 

. EagleMAX and ACT Labs are trademarks ol ACT Laboratory Ltd. 

Alt other trademarks and registered trademarks are the property of their respective owners. CIRCLE READER SERVICE #190 
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STRATEGY/WARGAMCS 


REVIEW • WAGES OF WAR 



► FIRE IN THE HALL WAGES Suffers from quite a few 
problems. For one, the enemy Al appears to cheat at 
times, having better accuracy and vision. It also doesn't 
help that there’s no compelling story to drive you along 
the campaign. 


imich niorc\ailncral)lc lliiin in. say, 
)a{’,ci:X)Alll\n'c:1':. 

'llicrcsan cxce.s.si\'c aniniiiU of mouse 
clicking for anv action. For example, to 


move, yon click on the 
movement icon (crawl, 
walk, run) and click on tlic 
clcstination, rather than 
drawing out the mo\’emcnt 
line. V)u click another but- 
ton to crouch or drop 
prone. Inj.AGGi'D 
Al,l.!ANt:i';: Dkadlv GaMI'S, 
the right button was very 
handy, allowng you to easi- 
ly change the facing of a 
mere. In Wages OF \V\it, 
changing facing is a pain, 
reqniritig a movement 
order. Actions like picking 
up objects are particularly 
tedious. Worse, finding the 
egress point in some mis.sions becomes an 
c.\creise in hunt the pixel. 

'Hie movement /M .seems to be one of 
the stupidest i’vc seen in a long time. 1 


HlLIHlHlh'ili'ifili'liTi 



O ne of the more annoying user inter- 
face quirks in WoW is assigning 
weapons and gear to your merce- 
naries before a mission. Check and 
double check what you order from the catalogs, 
because once you place the order; you can’t return to 
order more stuff later. Also, when actually handing 
out goodies to your team, make sure to allocate all 
the gear— once you leave the weapons loadout 
screen, you can't go back, and leftover gear is gone. 

Note any special gear that may be required in a 
mission. Attempting to rappel from a helicopter with- 
out rappelling gear means you’ve hosed the mission. 

On the other hand, some government assignments 
already come with special gear so don’t bum up dol- 
lars duplicating equipment. 

Watch the dates at the bottom of the screen when ordering intelligence summaries, planning travel, or 
sending your unit out for training. Exceeding the completion date is an automatic mission failure. A few mis- 
sions also have time limits once you launch, so keep an eye on the mission clock. 

Stance in this game is critically important. Go prone whenever possible— you’re much harder to spot and 
hit. Click the AP Saver button, which reserves action points for opportunity fire. You can exceed an action 
point limit, but it’s made up in the next turn, so watch those negative numbers. Undeistand the movement 
order of your team. Since movement order is based on initiative, make sure you don’t block a vital door 
with a late-moving character, or else your high initiative shootei^ will get stuck. 

Unlike Jagged Alliance, there is hilly terrain, which you can take advantage of for defensive bonuses. 

The enemy Al never seems to take advantage of hillsides, although they will take cover behind obstacles 
and go prone. 


►SUIT UP When outfitting you team, make sure 
you do it right. You only get one chance to order 
weapons and equip teams. Also keep in mind 
that certain missions might require certain spe- 
cial equipment. 




would dick on ;) piece of clear tcn aiii 
only a few .steps from my mere, only to be 
|)nnislied with a “sorr\', cannot comply” 
message. As for getting tliem to nin out of 
an open door with a single command — 
forget it. Yon ha\ e to issue multiple com- 
mands— am to the door, nin through the 
door, then am to tiie final destination. 
Hicrc must be a lot of static on that radio, 
iiy lire wa)', the voice messages fmm your 
mercenaries only adds to the generic feel 
of the game, as there arc only two \'oic- 
es— one female and one male — once 
you get into combat. It’s a huge conlra.st 
from the w ide sarieh’ of characters avail- 
able in )agged AllI/VNCE. 

On tlic other hand, the combat .s)’stcm 
seems to work w'ell, even though the 
enemy lias the .suspicious ability to hit you 
with small amis fire at extreme range with 
greater acciiracv' than s ou, and also seems 
to have tlic best night vision this side of a 
cal. On the realistic side, proper small unit 
tactics are rewarded with relatively light 
casualties and greater chances of nii,ssion 
success, dlie luimber of enemies you face 
is pretty realistic, too: It’s not you against 
the world. 

WHERE'S THE GAME? 

Despite its warts, the combat engine in 
Wages oi-’ W /\r is moslK' enio)ablc. 'Die 
rest of the game, tliough, Icav'cs a lot to be 
desired. Just a little more castoni artwork 
and a bit more jiersonalily in cacli mercc- 
naiy would have helped a lot; adding an 
ov'crarcbing stoiyiine would have been 
icing on the cake. If ) ou want to jiractice 
small unit tactics, then WAgf.S OF W;\R is 
wortli cliecking out. If you’re looldng for an 
immersive gaming experience tliat ties it all 
together, though, take a look at the jAGGlvl^ 
AluangIv games or the cjiiintessenlial 
s(|uad-lc\'cl strategy game: X-COM. % 


^APPEAL: For gamers who like turn- 
based, tactical squad-level combat. 
^PROS: Solid, 
turn-based tactical 
combat engine, 
good graphics. 

^CONS: Engine 
without a game; 
awkward inter- 
face, generic feel. 






Cross the boundary that separates 
dreams from reality. Enter the virtual 
world of Net: Zone, an adventure 
game with a world full of bizarre 
computer programs, artificial life 
forms, and floating platforms. 
Discover the CYCORP virtual reality 
interface linking you to the cyber- 
space world of the Genecys Zone. 
Attach the neural device to your 
head, and let your mind interface 
directly with the Zone.. ..the secrets 
of CYCORP and the mystery of your 
father's disappearance are waiting... 

To ordei. interface liiitli ijour local retailer or call 


Website; http://www.gametek. 
01996 Gamctck, Inc. All RIghu Reserved 







HyDR.pF_OIL_HO,E®s, 

Approx, hei^t above ocean surface: 5'S<’ 




2060 A.D. The Red menace has resurfaced. 



[ 15 © DtfD©@[]T^[?D© 




The sea boils with submarines and battlecruisers, 
The skies are dark with enemy birds. 

Tigershark has been deployed. " 

A fully-loaded subfoil prototype. ' 7 
Forged for war. Built for speed. 

Dead set on destruiitii^’'' 




THE PERFORMANCE OF THIS PRODUCT HAS BEEN OPTIMIZED FOR USE WITH INTEL'S MMX'" TECHNOLOGY 

Tiytr Shirk'*’ '3tg9/ n-Spa(«. Inc. All (IlghU Roscrved. Crealsd by n-Spae«, Inc. Oisiritiulnil by GT Interacllve Sottwaie Corp. Mlcrosotl.'^aiid Wlndaus"'' am legisleied Iradeiraiks of Microsoil Cmpiiralinn. 
PlaySUlion'” and fne PlnySfalliin Logo’*' are irademartsol Sony CompiiIcrEnltrtalmnenl, Inc. Gr" Is a liadeinaik and Ihc C! logo% Is a registaied liadeniaik of CT Intaraelice Soltware Coip- n Spaco"* and Ilia 
n-Space logo"* art trademaiks of n-Spatt, Inc. MMX’" is a bademark ol leiel Coiporallon. All other trademarks aie Ihe propetly ol theli lespecliYa companies. 
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STRATEGY/WARGAMCS 


★ REVIEW • STARS! 





Price: S39,99 {$19.95 
for registered Stars! 

players) 

System Requirements: 
386 or better. 4MB 
RAM, 2MB hard drive 
space, 2x CD-ROM 
drive, VGA graphics, 
Windows 3.1 or Win 
95, mouse, Windows- 
compatible sound 
card. 

H of Players: 1-16 
Protection: None 
Designer: Jeff 
McBride and Jeff 
Johnson 
Publisher; Empire 
Interactive 
Germantown, MD 
(800) 216-9706 
Reader Service d: 332 
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To The Stars... 

The Most Comprehensive Spaceploitation Game Ever 
Has Finally Landed on Retail Shelves 

by Martin E. Cirulis 


ihe whole thing could be phiycd via a 
BBS in a kind of ultimate ])lay-hy-email 
sctii]3, which ri\ alcd many of the profes- 
sional pay-by-turn PBliM games that 
were out at the time. 

Now, about four years later, wc wihicss 
the birth of another game, Stars!, ohvi- 


I s Master Ok Orion 2 too cas)’ 
and flashy for the Vader within? Ls 
S’lAit General too limited for 
your strategic de.sires? Is 
Sl’AClWARD Ho! 4.0 just too darn 
sill}' for you? 'Hicn hang onto 
s'OLir command helmets, bo\-.s 
and girls, because Stars!, from 
I'.mpirc, puts the blood, .sweat, 
and tears back into stellar con- 
quest. Stars! lacks almost every short- 
coming found in the recent crop of 
Spaceploitation games; '’I'lic universe is 
huge and relatively realistic; the luimhcr 
of players, both computer and human, Ls 
large (16); ship design is varied and nicely 
opcn-cndcd; and the strategic options arc 
wide-open, with a marked ab,sence of the 
single right-answer strateg}' seen so often 
of late in SF games that involve research 
and design. 

Of course, as witli all things in life, 
strategic joy docs not come without a 
price, and here it is a fairly stec[) one in 
terms of complexit}', lack of chronic, and 
.sheer infomiation oscrload. 


► DRY DOCK In this cluttered screenshot, we're building a ship. Don’t let the over- 
flow of information put you off, though. Once you get past the learning curve, 
Stars! reveals a lot more depth than nearly every other space game. 


ously trying to do much Ihc same thing, 
only doing it better. Wliile some loyal 
fans of the original VGA PlANKl'S may 
debate Stars! succe.ss, none can deny 
that it .seeks to co\'cr much of the same 
ground, and has achiesed what V'GA 
Plancts did not— a Wn 95 facelift and 
shelf sales through a major distributor; in 
this ca.se, Empire. 

Stars! is as much about the real guts of 
spaceploitation — resource gathering, 
exploration, and iiroduction of weapons of 
war — as it is about combat itself Mere, 
knowing how' to create and ]irotcct miner- 
al convoNs is as cnicial a skill as putting 
together an invasion fleet. In fact, it's prob- 
ably safe to say that combat, wliile 
detailed, is actually the least interesting 
part of this game, and in huge multijilayer 
games, the shov\' of force and the use of 
clever di[)lomacy brings more gains than 
actually blowing anything up. But regard- 
less of your sty le of play, Stars! is wide 
open enough to handle it. and then some. 


BLAST FROM THE PAST 

Long ago (at least in 
computer gaming time), I 
stumbled across a great 
little shareware 
SjTaceploitation game 
called VGA Pl-\nlts, 
where up to 11 players 
could choose from races 
of questionable originality' 
to clash across the depths 
of space. It wasn't pretty, 
but it did offer a my'riad 
of strategic and tactical 
decisions if you w'ere will- 
ing to put a little time and 
effort into it. Tlie real 
n()\ city though, was that 


[ RULE THE 2D GALAXY Combat certainly isn’t as fancy as 
that in M002 or Deadlock. Fortunately in Stars!, combat 
takes a backseat in importance to diplomacy and produc- 
tion. You don’t win wars by force alone. 
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Equipped with 16 HYPER 


Line CHANGES ON THE FLY 


Programmable buttons, 


ACT Labs’ PowerRamp MITE 


EXECUTES PLAYS LIKE A PRO. HYPER 


Programmable technology teams 


UP TO 10 KEYBOARD MOVES INTO 


ONE HOT BUTTON. STAY-IN-PUY 


WHEN YOU PROGRAM AND SAVE YOUR 


CUSTOM CONFIGURATIONS INTO FOUR 


SEPARATE GAME MACROS. 


Quadruple speed bur^ 


FOR AN END-TO-END RUSH 


r Boutique, Best Buy, Lechmere 

© 1997 ACT Laboratory Ltd. All rights reserved. • 

PpvrarRamp MITE and ACT Labs are trademarks of ACT Laboratory Ltd. 

/Ui other trademarks and registered trademarks are the property ot their respective owners. 
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STRATEGY/WARGAHES 


REVIEW • STARS! 





► STAR-GAZING This is the officiai Stars! website, where you can took 
I for alt the BBS sites offering Stars! games, as weii as check out the 
I FAQ, get support, and read up on the iatesl updates. 



The Stellar Community 


tanco of inconiin" siiips. 'I lie designers 
ha\ e been careful to gi\ e }'ou a \ er\' [sow- 


biit e\ciitiially predictable, computer 
oppoucnls. \\1iilc chrome and pre.senta- 
tion should not be the priority in a strate- 
gy title, they do go far in making a lengthy 
game enjoyable and interesting to play. If 
Stars! al least had a combat resolution as 
visnall)’ salisfying as the one in the old 
\'Cj/\ PlANl'ls, I \S()iild have less hesita- 
tion in recommending it to the lone 
gamer— but as it is, this title feels a little 
too ■‘shareware” for most solitary gamers. 

On the other hand, St;\RS! does 
deseiA'c full points for prosiding an afford- 
able and truly epic PIM'AT sjrace strateg)' 
game that can pnnide literally months of 
cnlciiainment — and it’s all asclo.se as tlie 
nearest PBS w ith a file ulilit)', or even 
yoiir owTi email aeeount, should you 
decide to organize )'our own game. 

If yon are the b])e ofw argamerwho 
likes their strategy games huge and 


T he best value in Stars! is that you 
aren’t just purchasing a CD-ROM in 
a big box; you’re buying your way 
into a huge community of dedicat- 
ed Stars! players, who are all out there just wait- 
ing for fresh meat. 

• If you don't already have friends playing Stars!, 
then I strongly recommend you get onto the main 
Stars! Web site at http://www.webmap.coni/starsl. 
If you are as yet undecided about whether this 
game is for you, this excellent Web page will be 
very useful in helping you decide if this is the type 
of game you want to play. In addition to a large FAQ 
file and endless playing tips, there is a comprehen- 
sive list of links to other sites where Stars! games 
are being played, and the numbers of various BBSs 
that have file areas specifically for this game. 

Stars! owners with AOL accounts can send email 
to ogfstars@aol.com and register as players in 
order to join games and special tourneys to be held 
in the future. And if all this connectivity isn't 
enough for i^u, subscribe to the Stars! newsgroup 
at REC.GAMES.COMPUTER.STARS. 

Once you get the hang of the game, it is fun to 
be involved in two or three separate games at a 
time— as long as you can keep your save turn files 
straight and you pick games with complimentary 
schedules, Until then, though, I recommend going in 
search of games clearly marked for beginners— at 
least in your first couple of forays— as there is noth- 
ing like being crushed by pros to really ruin your day. 


erfiil inlerfiice wnfh which fo handle all 
ihis detail, hut sometimes it feels like 
you’re ninning a nenv ojrcrating system as 
opposed to a game. After 
.some effort, you’ll gel the 
hang of anlomaling most of 
the micro-management of 
your empire so )f)ii can con- 
centrate on bigger decisions, 
blit the average jrlayer may 
need a little convincing that, 
in the end. it will be worth all 
the tronhlc. 

Kortiinatch; there is an 
c-stensive tutorial that takes 
you through the first 80 tunrs 
of the game and show's yon 
how' to make the interface 
w'ork foryou instead of 
against yon. Make good asc 
of the tnlonal, hccau.se there is a lot of 
game here, but it won't be imicli fun 
until yon beeonie familiar w'ifh the intri- 
cacies of the system. 

HITS AND MISSILES 

While I found the depth of this game 
to he a refreshing change from these days 
ofvvargnmeovci-siniplifiealion, I can’t 
really say that I w'ill be spending much 
lime playing it in single-player mode. It’s 
last a little too much work for too little 
reward w'hen playing against the varied, 


chromc-frcc. then S iiARS! could be the 
brightest star in your future for a long 
lime to come, S 


^APPEAL: A must have for any 
wargamer with a yen for epic PBEM 
struggles. 

^PROS: Possibly the largest, most 
in-depth Spaceploitation game of all 
time. Perfectly designed for extended 
PBEM play. 

^CONS: A learn- 
ing cunre as long 
as the special 
effects are sparse. 

Probably a little 
thick and dry for 
the casual, solitary 
gamer. 



LEARNING CURVE While the galaxy waits in the 
background, you're determining the course of the 
Empire’s research. There are myriad choices and an 
extensive technology tree. 
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"The Best v 
I^Multiplayer Game Ever! 


(y^Ultra Game Players 






rai 


4im /jl ml 


1 





Next Generation March Cover Story 




Lj'lt Will Rock" fl 




^<^^^ectronic Gaming Monthly ■ 




K< ''rriitAitik' Tnn 





STRATEGY/WARGAMES 


REVIEW • BLOOD & MAGIC 
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Price: $39,99 
System Requirements: 
486/66 or better, 8MB 
RAM, 25MB hard drive 
space, VGA graphics, 
2x CD-ROM drive, 
Microsoft compatibie 
mouse, DOS 5.0 or 
Win 95, iPX or NET- 
BiOS for 2-piayer 
games, 16550 DART 
for direct iink, 
# of Players: 1-2 
Protection: None (CD 
must be in drive) 
Designer; Tachyon 
Studios 
Publisher: Interplay 
irvine, CA 
(800) 468-3775 
Reader Service: 333 


Blood Without 
The Magic 

This Real- Time Version o/ AD&D 's Rrrgotten Realms is Tbrgettabie 



by Arinn Dembo 

ere’s an odd combination 
for you: a stratcg}' title set 
in the forgotten Realms of 
Ad\’anced D<5D, It sceius 
like a strange idea at first 
blit, actually, the idea is a 
natural. In the collected 
manuals owned byl'SR 
there are literally liundrcds 
of units and characters, all 
ofwhicii ha\'c their statistics and si>ecial 
abilities made to order. A strateg)' game 
which made good use of this creativ e 
backlog would blow HEROES OF MIGHT 
AND M\C1C and VV/\RCR\FTout of the 
w'atcr like so much flotsam. 

But alas, before anyone gets too excit- 
ed, I should tell you that BLOOD 
M/\G1C doesn’t blow anyone out of the 
w'ater, [Desjiite some classic D(5D mon- 
sters on the unit list, this game of real-time 
tactical combat comes across as a poor 
man’s W/\RClW-’r— and mind you. I’m 
comparing it to the original, not the 
secjucl. Although real-time w'argames are 
currentl)’ tiie rage, virtually everything else 
about this tiile is at least two or three years 
out of date. It’s a game that I might liave 
reviewed enthusiastically in 1991 —but 
nowtidays, it just won’t cut the mustard. 

GO-GO-GADJET-GOl.EM! 

l^or those of you hoping that there is a 
lot of forgotten Realms material in the 
game, I’m sorry to say' tiiat there’s very lit- 
tle role-playing involved here.Tliere’s a lit- 
tle bit of plot materia! in the pre-combat 
animation, s, but it's all just filler, and has 
little to do with the game itself. As we 
begin the game, we are inhoduced to the 
[Lionel I'brgc, a new' technology which has 


radically changed the face of war, much 
like the'l'ibcrium plant in Co.MMVND & 
Conquer. In this case, the McCuffin is a 
raw, glowing pit in Ihc ground which can 
collect up io 300 points of magical ener- 
gy— mana— at once. 

In the hands of a strong mage, a Blood 
forge will alsir j)roducc rr ncar-endicss 
.supply of magical slaves called ba,sal 
golem;;. Tlicy are the elemental stuff of all 
your magical amiics— the troops, the 
resource base, and the economy' all at 
once. 'Ihcy will obey any command and 
cair l:e shaped into virtually any fomi you 
desire, so long as you have a facility av-ail- 
able and the stored inana to affect the 
transfomiation. 

it takes forty' points of mana for the 
Blood Forge to produce one golem. In its 
acfiv'e .state, the golem is a little man which 
walks, fights, and ])icks 1 1]5 objects oir com- 
mand. At rest, the golem reverts brrek to an 
obclrskof mud. As it meditates in obelisk 
fornr, the golenr collects nrana— like a 


solar cell, I suppo.se— and transfers it auto- 
matically back to the Forge. 

Put four golems together on the naked 
foundation of a mystical site, and they will 
join to make a building. Order them to 
transfonn out in the open and thc\'’ll 
become a wall of stone- and the more 
golems added to the wall, the stronger it 
beeomes. Once y'ou’ve raised a tnoop 
building, vou can send frasb golems to the 
vicinity to transfonn them into fighting 
units. Aid, if your fighting units get too 
badly beaten up out in the field, you can 
send them back to the Blood Forge, 
w hich w'ill transfomi tlieni back into basal 
golems with full hit points. 

Now this is an interesting notion with- 
out any' doubt, but it sounds a lot better 
on paper than it w orks in practice. Veteran 
w'ar-gamcrs have probably' spotted the 
problem already: Hie system is just too 
powerful. Logistics is an important factor 
in real warfare; in Blood & Magic, it has 
been completely eliminated. At the liegin- 








A lien Mutating penguins are invading Earth 
and only you can stop them. With the help 
of the crime fighting duo of Rodney and Bernard 
combined with an arsenal of frying pans, base- 
ball bats, glue sticks, dynamite, anti-alien 
machines and good old Earth penguins, you're v 
in for the fight of your life. But brute strength 
alone won't wipe out these bad guys. The right 
strategies together with timing, cunning and the 
ability to collect enough gremlins and power 
orbs are the key to winning this war. If this 
sounds a little strange, wait until you meet hun- 
dreds of nasty penguins and other bizarre char- 
acters as they try to build the lethal Doomscale 
Device and take over the planet. With over 50 
challenging levels, the battle won't be won In 
one night. 

So what are you 
waiting for? 

Get out there 
some 


To order. See your 
local retailer or call: 
1-800-GAMETEK 


Developed Dy Sunrse 

Cl 997 Sunnse GatnttLId., AHRi^ts Reserved 




STRATEGY/WARGAMES 


REVIEW • BLOOD & 




► BRIDGE THIS GAP One of the problems with the game is a horrible unit 
pathfinding Al. Your troops will bump into each other and even lose their 
way. And even if you cross this bridge, your units won’t act any smarter 


ning of iin\’ nmp, while \ oif re tr\ing to 
strike a balance between working troops 
and inana collection, tlicre are a few tense 
iniiuites when vour golems can be killed 
and harassed, which pre\ cnts you from 
building up a pow cr base. But once you 
have a little forc.st of snoozing obelisks 
vegetating aw'ay in s our backfield. there 
isn't much more to the game than build- 
ing up a deva,stating army and swamping 
the enemy under your units, 'niere's i lo 
hunting for resources, and only your 
buildings need to be defended; the Blood 
I'brge itself is completely indcstaictiblc. 

BRASS TACKS 

[^l.CX)D & M/\GIC has three major 
problems, any one of w hich would be 
enough to sink the game in 1997s highly 
competitive strategy market. 'Hie first 
pmblem. and the least significant one, is 
that it’s just plain primitive. 'Ihe graphic.s, 
the sound, and the animation arc all sul>- 
.standard and ancient. Since the game 
ains propcri\' from a DOS box, 1 wouldn't 
ha\ e been so critical of Oiis, except for 
one thing — the game designers have the 
gall to recommend a dShOX-lflO to nin it. 
It’s like using a Porsche as a golf cart. 

'Ihe second problem is that there jiisl 
Lsn't enough gameplay for your gaming 
dollar here. B&M is dhided into five sto- 
ries — .small campaigns which are as.soci- 
ated w ith the five realms on ihe map~ 
and each sloiy' has three scenarios. '1 here 
are on!\' 1 5 maps, 'ibu can pla\' botli sides, 


of course, but the victory- 
conditions for the two 
sides are never really intcr- 
c.sling enough to warrant 
the effort. 

Once you complete 
the 15 original scenario.s, 
you can start your own 
character and play a ran- 
dom campaign, which 
will ihnrw the same 15 
maps at you in random 
order, and give you an 
ov'crall score at the end— 
It fells you whether you 
w'cre good or evil, chaotic 
or lawful, and how many 
victory points you earned. 
But w hy play the random campaign, since 
it’s just a rehash of lire proper one? 

'Hie game’s k-st feature is the list of 
units, which is small but intriguing. Tliere 
arc five buildings in the game, and each of 
them produces four units, ranging from a 
basic 25-hit-point goon, to 
creatures of great power and 
many .subtle uses, All of these 
beasties are taken straight 
from [hcAchancecI DCtD 
monster manuals, and using 
ihcm in laelical combal w'as a 
real hoot. 'I here’s nothing like 
sending five wraiths into a 
knot of3() or dO enemy units 
and culling loose with 50 
inanas’ worth of I'car— 
which drives everyone but the 
paladins a dtsiance of five 
,sc|iuire.s away, liilk about a 
gorgeous rout! 

AI (ABSENCE OF INTELLIGENCE) 

Sigh, /Mas, the occasional pleasure of 
using skiff)- nnils is not enough eompen- 
salioii for the incredibl)- repetitive game- 
play of this title. Wdiieh brings me lo the 
final p(jint; Allhoiigh the interface is intu- 
itive and ea.sy to use, w'ith the usual cliek- 
and-drag grouping of unils. the movc- 
ineni Al for )'our troops is so bad that 
unit.s traveling together will aetually bump 
into each other and stop in confusion; 
these mud erealiires aren’t very' bright. 
'Ibev’ll also altaekeach other if you acci- 


dentallv click on your own units instead of 
the enemy’s. You can’t get too c]uick and 
dirh'with the mouse. 

And if 1 thought my own units were 
stupid, thev were geniuses in compari- 
son to the computer opponent. It has 
the attention span of a gnat and is so 
timid that a player who sct.s two or three 
units to guard a building will rarely face 
any opposition. On several occasions, 
the computer had me on Ihe ropes— no 
golems left and only one or two crip- 
]5led iiniLs left to defend a vital slruc- 
lure— and it would just wander awav'. 
rather than finish the job. I like winning 
as much as the next person, but it 
shouldn’t be so easy! 

Overall, I can't recomniend this game. 
Fascinating as some of its ideas are, 
there’s not enough here to justify the pur- 
chase for strategy gamers or role-play- 
ers — unless you rcalk want the free 
paperback from J. llobert King that 
comes in the box. S 


t ARBORETUM About the only thing going for B&M are 
the cool creatures. Use basal golems to create buildings, 
like this Arbor Lodge, and then upgrade them into druids, 
griffons or other creatures specific to the structure. 


^APPEAL: D&D fans or those who 
just need to play one more real-time 
fantasy strategy gama 
FPROS: Some cool units and an 
interesting magic system. 

^COH& Virtually everything else. 
Primitive graphics, bad sound and 
music, ancient ani- 
mations, abysmal 
Al for your own 
units and the com- 
puter opponent, 
not enough maps, 
and no resources 
to fight over. 
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and they’re bringing "a few of their friends! 


Aaron 'vsl Ruth: Battle of the Big Bats 

combines the greatest-ever collection of baseball 
superstars with action-packed realism and grand- 
^ slammin gameplay. 


Breakthrough features and stunningly accurate 
detail bring the heroes of past and present to life 
like never before. No doubt about it, you’re playing 
with die big boys now. 


Available this spring on PlayStation and 
Windows PC. 


www.aaronruth.com yvww.mindscapegames.com www.majorieaguebasebali.com 

0 1997 Mindscape. Inc. Ail fights reserved. Mindscape is a registered trademark and Mindscape Sports Advantage 
and the MSA logo are trademarks of Mindscape, Inc. Major League Baseball trademarks and copyrights are used 
nith permission of Major League Baseball Properties Inc. Windows is a registered trademark of Microsoft 
Corporation. PlaySlatfon and the PlayStation logos are trademarks of Sony Computer Entertainment, Inc. All 
other trademarks and registered trademarks are the property of their respective holders. . 






Who to KIM: iotrhi=-s, hat* i •; 

Wht-rf to KiH: _ -’vardS; f r*rfra loriurr’S, rrauSol-urr’ , ^ ^ • 
How to KifI: ,.doo doils., f f3r7’ethroW;--'S, rit='^for‘:s, d'.jg; 


You shtt-dcffd your souf in st-rvitudt' to a dark nod. Bt-trayaf was your onfy rt-vvard 




7 , ^ ' 




Now, you’ve got a score to settfe and it wiff he measured in... 


SpifI some. 

shareware in stores march 

Download the demo at www.gtinteractive.com/blood 

©1997 Monolith Produclions, Inc. All Rights Reserved. Blood Isa Ttademaikol Monolith Productions, PO Box 3268. KIrtdand, 
WA 98083. This game uses the Build engine and loots tty Ken Silverman. Published and distributed by GT Interactive Sollwaie 
WWW.lilh.COrn Carp. AII other trademarks are the properly of their respective companies. 
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Dawnload ilie demo at liltp:/4ww.w^tinteractiv8.Gom/star 


:©J997 Metropolis Digital, Inc. Ait Bights Reseri^. Published and disinouled by GT 
Carp. Command & Conquer is a trademarit ot Weshrood Studios, inc. WarCratt is a 
Blizzard Enterlainmeni. a division of Davidson & Assoctaies. Inc. All olhor traaamai 
(heir respective companies 
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T BT Meractiife 
Software 





Pamn, another near miss, but you've managed to keep your head for another few 
seconds. 1’his morning you were )usl another archeologist, exploring an ancient 
pyramid. You didn't expect this. The secrets of the past await you in the future as you 
embark on a mysterious, danger-ridden journey into this ancient pyramid. Spectacular 
3-D images and animations come to life as you go through corridors full of devious 
traps and puzzles in a race against time to save the future from 
a mad man tiying to destroy the sun. 



Call 1-888'MOJAVEI for the retailer nearest you. 
801-6.52-5300 or htlp://www.mogames.com 
Available on CD-ROM for Mac and PC 
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(.iipyriglu ®|y')f) Mojave, All riglits ix'seiveil. Mojnve is a ri'n'i.siereil iriulcmarli. 1,1 1X0)!'“ is a reKisiereci irailrmnrl< of Iiir., a suhsiiliary ii| ''I'l'J 1 f linns ( anus l'.Ml('i|irises, Inc. All niliei 
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ii Since 
you'll never 
play Fable's 
original end- 
ing, I'll ruin 
it for you.... 

9f 


Hold Your 

Sir-Tech’s Light, Comic Adventure Fable Is A Fun 
But It’s Going Back to the Shop for a New Ending 


►Step inside, wayward adventur- 
er. This month, your gaming 
soothsayer has visions of a 
game that should warm the 
cookies of serious RPG fans’ 
hearts. Interplay has begun 
work on Iron Throne, a real- 
time AD&D role-playing game 
that will be set in TSR’s 
Forgotten Realms world. 

The game is being developed by 
Bioware, the team responsible 
for Interplay’s MEcnWARRiOR-lite 


he world of 
Sir- lech’s 
I'’ablI'; Is in 
bad shape. 
An ancienl 
catacKsni 
.split it into 
four sepa- 
rate lands, 
each ruled 
over b\’a demon. As might be cNpeetcd, 
life is a little tough for the people who Ii\ e 
there, and a hero is needed; In (his case, 
ourboy Quicktlior]3c. His mtssion is this; 
tra\ el to each of the four realms (the 
Frozen Lands, the Land of Mists, the 
Engulfed horlress, and the Lind of 
Shadows), kill the demons, and recover a 
S])ecial jew'cl from land that will set things 
right again. /\long the way, Quickthoqjc 
will face a variety of obstacles — from 
ogres, to lizard guards, to perilous sirens 
beneath the sea— who wilt attempt to 
stop him in his tracks. It’s a typical adven- 
ture game setuj>. 


I FEEL FUNNY 

Since fABUi is a comic adventure, 
things are naturally somewhat on the 
bizarre side, but not unduly so. Much of 


FROZEN TUNDRA Quicktborp's adventures begin in the Frozen Lands, where he must 
kill the evil Ice Giant. Once you dispel the ghost inhabiting this house, you can collect all 
sorts of goodies inside to gel you on your way. 


odd gameplay. 

Puzzle solving, for examj>!e, is a pretty 
straightfonvard matter, more so than in 
most games of this tyjje (like 
T’ciONS-fRUCtK or Discworli:)). You are 
more likely In have trouble because you 
niLssed an item .somewhere than for not 
being able to figure out what to do in a 

game, SHAnEREo Steel, and, in 
theory anyway, Iron Throne 
promises to meld the real-time 
action of Diablo with more 
robust, traditional AD&D role- 
playing. Look for it toward the 
end of ’97. 

►In the bad news department, 
rumblings from Sierra indicate 
that they're beginning to lose 
faith in standard adventure 
games. The first game to get the 
axe: Cloak. 


l'ABl.l',’s interface is sim[3le to learn and 
easy to use. The righi mouse button 
cycles among the hinctioas of examining, 
taking, giving, and using objects; as well as 
starling conversations and moving. The 
left biilton pcrfomis the actual task 

Quickthoq)e’s inventory seems to be 
bottomlc.ss; he can haul around an amaz- 
ing number of items. The inventory' 
screen can be brought up any’ time by 
looking at Qiiickthorpc, or by' hitting the 
s)5ace bar. The iiiv'cntory box is actually a 
window that can he moved around the 
screen or resized as needed — a verv' 
handy feature. 

To iLse an item, you jiust pick it up and 
click where you w'antto use it, either 
onscreen or on anotlier item. If it can’t be 
iLscd in a particular situation, nothing bad 
hajjpens; Quiekthorjjc merely says ''ITiat’s 
not a good idea,” or something similar. 
/Mso, there is no w'ay to drop objects on the 


the humor in the game comes from 
Quickthoqjc’s conversations with other 
characters or remarks about objects, 
rather than from slapstick situations or 


given situation. Still, this is not 
hunt the pixel; ov'crlookccl 
objects are iisualh' in olxscure locations, 
rather than being invisible onscreen. 
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Price: S49.95 
System Requirements: 
IBM-compatible 486 or 
better processor, 
Windows 95 or MS-DOS 
5.0 or higher, SMB RAM, 
2MB hard disk space, 2x 
CD-ROM, SVGA video 
card, Microsoft-compati- 
ble mouse. Supports 
SoundBlaster-compatible 
and other major sound 
cards. 

Protection: None (CD 
must be in drive) 
Developers: Telstar 
Electronics Studios Ltd. 

Publishers: Sir-Tech 
Ogdensburg, New York 
(315) 393-6451 


Reader Service d: 334 


gnmncl, .so )<)ii cun e';])crimciit with- 
out worr\'; an item won't he used 
iinlc-ss it’s meant to he used. 

Convcisaiions an.- started by click- 
inf; the month icon on a person. 
ILsually, Quickthaq)c w ill have .several 
possible re.sponses, w hich are shown 
in the dialog Ixix. Click on the one 
von want him to use. In certain situa- 
tions, he nia_\' also .sa\' something on 
his own. depending on the respon.scs 
yon initially ctioose. A \er}’ nice fea- 
ture of tile game is tl le ability to turn 
on snbtille.s, .so yon can have text of all 
conversations. Min can aLso tom the 
speech and sound effects on or off. 

TOON STRUCK 

Unlike many games today that go 
for an elaborate pmdnction with live 
actors and video, [‘Atil.!:; is entirely 
hand drawn. While this makes for a 
certain cartoonv feel— which fits in 
well with the game’s humor— the 



NICE OYSTERS On your way to the Engulfed Fortress, you’ll encounter a 
beautiful, but dangerous, siren. The smart adventurer will ignore her and 
search for oysters instead. 


renderings are \er\' prett}’ (es[>ecially 
the background.s), and add an interevst- 
ing otherwoally touch to the game. 

1 ocations in IvvBU; are small: You 
can’t rcallv get lost lierc. Ma[)])ing 
isn’t generally needed, except in one 
])lace where \'ou have to go through a 
maze. Mapjiily, tlie maze isn’t too 
large, and .since it’s logically construct- 
ed, it’s ea,s\' to maj) out. 'Ihe game 
also includes its ow'n map. In tlirec of 


the lands, an overall view of the area 
appears when Quickthoq^e exits cer- 
tain .screens. Wdicn von move the cur- 
sor around, the ma]) lights up areas 
you can travel to, and clicking on one 
sends Qnickthorpe that way. 

Toil can save and restore games 
anvtime outside of eonversations. 
Eight positions arc available, and they 
come v\itli thumbnail pictures of the 
current location. Titles are a little 


1 : 



What you get to do: Shoot with gun, shoot with D-pad, shoot with D-pad and partner, shoot with gun and parti 

C1S97 SegaSon inc. All rights losorvod. SogaSotl and Iho SogiiSotl logo ato Imdomaiks ol SegaSott Inc. Segals rogisictod In tho U.S, Patent andTrademan< Oflioe. Sega Saturn is a trademarS of Sega. Scud; The Disposable Assassin, the chai 






SCORPIA 


cnimpccl, (hough, iind the save names arc 
restricted to a inavimum of 10 characters, 

'i he only technical probieiii 1 cspcri- 
encecl was the game's tendency to lock up 
on occa.sion when changing screens. 'I his 
could happen any time Quickthor])c 
moved from one [)!ace to another. I finallv 
got around this jjrobiem by using a boot 
disk that loaded EMM386, instead of my 
usual QEMM. Other than this one glitch, 
however, the game ran flawlcsslv. 

I HAD A DREAM 

'Ihe game ran flawles.sl\- up to the end, 
that is— and here 1 have an interesting 
stors’ to tell. \\t arc all familiar (too famil- 
iar) with game companies releasing 
patche.s to fix bugs in their games, but it is 
unusual (unheard of in my ex])cricnec) 
for a game to receive a major revision 
after its in the box when it has no real 
technical probleni,s to s|>eak of. 

But tliat is exactly what has happened 
here. Fable’s original ending— the one I 



played — wus highiv unsatisfacto- 
ry', and the first, and unpublished, 
version of this review was liigliK 
critical of Ihe whole game 
because of it. Since you’ll never 
play it this way. I'll ruin it forvou; 

'Ihe whole adventure is imagi- 
naiy; taking place enlirelv in (he 
mind of a mnrdemus nutcase 
behind bars, Obvioirslv such a 
conclusion w ouldn’t go over w ell 
with serious gamers, and I made 
no Ixrnes alnnit .saving so. 'ibu 
have to wonder about designers 
who forget (hat gaming is .suppo-sed lobe 
a /t’uwc/rug experience — not a build-up 
to a total letdown, 

1 lowcvcT, after I submitted the rev iew 
(but before this issue went to ])ress), Sir- 
'lech contacted us to let ns know that they 
had ])er.suaded I'ABI.Iv’s designers to create 
a more acceptable ending. 1 have not vet 
seen ibis new ending, but it has been 
described to me, and it definilely sounds 


much better than the first oi le i was 
unfortunate enough to plav. 

In the next issue I will do a cjuick 
u[)dale on my e.x]x'rience with the new 
finale. In the meantime, however. I can 
tell you that t'ABl.l'; is a fun, but simple, 
game; and I recommend it as either a 
good beginner's adventure or a jdeasant 
afternoon’s div ersion for the veteran 
gamer. % 


)ot with D-pad and gun, shoot with gun in each hand, What you don't get to do: Recite poetry, pick daisies, hug lovable stuffed animals. 

utreslrty JuslGW Funky are iraasmartisol Rob SeJirab. Windows a a IfadoniarkotMiCfosotlCoFTS. FOR A FREE WINDOWS '95 DEMO OH TO ORDER SCUD DIRECT, CALL 1.088.SEGASOFT WWW.SEGASOFT.COM SEG ASi^FT'" 
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■ ^ « 3^eE Pin jiPlev . Is 1 ohs,*s h, 

and silli”®®®' equally fun piay.rf 'a, 


-PS Extreme 

‘Ten Pin Alley is a ±un, addicting game -G-amePan 

-pen Pit, Alley 
flame to t>e reoosnr^oi 


“len Pin Alley n "*®” 

Video Earner o^f the w""' fraplrt!' 


, fun p« 


-GamePro 


“Ten Pin Alley is unquestionably the best bowling game yet created. . .This game isn’t as 
fun as real bowling - it’s more fun that real bowling.” -VideoGameSpot 
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Hasbro 

Overactive 

Do l/l/e Really Need Computer Yahtzee? 



A 


game 
becomes a 
classic 
because it is 
lo\cd by 
large num- 
bers of peo- 
ple over 
long periods 
offime, and 
usually over multiple generations. So il 
makes sense for com[)uter game compa- 
nies to look to the classics for inspiration. 
After all, these arc (he games that pleased 
Mr. Jones, Mr. Jonc.s’ father, and his father 
before him; maybe they’s'e got what it 
takes to please Jones, Jr., too — even if 
Jones, Jr. .spends all his leisure time in 
front of a computer. 

"Ihe logic is impeccable; and yet the 
conclusion is flawed, or at least the deci- 
sions the conclusion leads game compa- 
nies to make arc. Masbro, for example, has 
reccis’cd a lot of publicity for its recent 
CD-ROM versions of games like Risk, 
i\'/o;iopo^’, Chid, and Scrabble; and 
deservedly so. One might ask whether the 


world needs another computer sersion of 
Monopoly or Sciuhble, but not 
whether the w odd ought to ha\ e at least 
one realfygoodvefskm of it. And I lasbros 
versions c/re really good. 

But these aren't the only classic games 
on the Hasbro backlist, and llie)'’re not 
the only ones that Hasbro, in a spurt of 
adaptive zeal, has brought to the comput- 
er .screen. Most recently, therc’sTliiV'lAL 
Pursuit and Y/\] iTzr;i'.. 

Now, no serious gamer would c|uestion 
w'hether Yahtzee is a classic game, and 
despite its relative youth, few would argue 
about '/mw/ Pursuit. But T'/c-Tuc-Tbe is a 
classic game, too, and so is Charades — 
that doesn’t mean that making computer 
games out of them is a good idea. 

THE RIGHT TOOL FOR THE JOB 

Wdiv not? Well, for one thing, while 
computers arc belter than humans at 
some tasks (such as instantly tallying U]) 
points according to arcane mies or mov- 
ing large numbers of little pieces at 
once), they are much wor.se at others. 
Games that have a lot of features that can 



ROLL THE BONES Whether viewed in stunning psychedelia or classic ebony and ivory, Yahtzee’s 
graphic pips still aren’t up to rolling real dice from a real cup. 


be impro\'ed by the use of computer 
technolog)' are tire ones you want to turn 
into computer games. Games that 
don’t— or worse, ones which adapt onl\' 
clumsil)' and unnaturally to life on the 
computer— are the ones you want to 
lea\’e tire way the)' are. 

'lake Triv'ial Pursuit. Like every otiier 
tri\'ia game attempted on a computer, this 
game mns into the barrier of natural lan- 
guage [processing. Tlie computer a,sk.s a 
(lucstion, and the player has to aivsw'er it. 
But how? Computers are notoriously bad 
at parsing English, and variant fomis (for 
example, is the song called ‘1 he 
Camptown Races." “Camptow'n Races,” 
or “Camp Town Races”?) arc a nightmare. 
Hasbro’s solution is to duck the issue 
entirely: it displavs a tri\ia question 
onscreen and then instnicts the player to 
"say )'our an.swer out ioiid,” Next, you’re 
supposed to click on the “answer” button 
to display the correct an.swer. If the 
answer )'ou spoke out loud matches the 
conrputer’s, you click '‘right” to let the 
machine know you got the question right. 
If not, you click “wrong.” 

Forgive me, but this is the 
most brain-dead game design 
I’ve ever seen in a tri\ia game. 
Ihc computer isn’t helping 
you or in any w",!)’ making the 
gaming experience better. 

'fhe old-fashioned .system, 
with cards )'ou can turn o\'er 
at ) our own pace, was easier 
and better. 'Ihc designers 
tried to find r)thtTwa)'.s to ju.s- 
tify the cdslcncc of their pro- 
ject, such as by Including .spo- 
radic multimedia elcmcnis in 


it When 
reviving 
classic 
games, some 
common 
sense is 

required. 19 
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You need ‘em to play. 



Hard. Fast. Guaranteed to thrill. The fastest, most innovative digital ball-basher in the universe is here for your personal pleasure. 
Five savage, fully-animated tables from the ricochet riot of Firestorm to the badass overload of Duke Nukem with all the the authentic 
gravitational pyrotechnics of real pinball. View ail the table at once or get close for some whiplash scrolling action! Send scampering 
aliens to neon oblivion! Go gonzo with 5X multi-ball mayhem! Hit rails, flippers, pops, sinkholes, targets, magnetic 
flippers, ramps, the 'cyclotron' ball accelerator — every conceivable pinball feature in all its glory! 

Get Balls of Steel and test your manhood today! 


PINBAll ON STEROIDS! 


«?! 

IK 


WINDOWS 95 
CD-ROM 


Balls of Steel " 0 1997 Pirball Wizards. All Bights Reserved, Created by Wildfire Studios Pw 
Published and disiribulod by GT Inleraclive Sollware Corp. Microsoft® end Windows'^ , 
Corpornllon. All other trademarks are the property of Iheir respective companies. 
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CHARLES ARDAI 


the questions (a fev\' arc read aloud, others 
contain tiny animations), hut these arc 
])altn' and desperate attempts, cs[)ccially 
since tlie animations rarelv nin to com- 
pletion before locking up. 

Yautzkic, on the ottier hand, has 
somewhat more invo]\’cd niles and scor- 
ing than your t)pical parlor game, and 
unlike Tri\tai. PuiisuiT, YAi-ri'/f; [• docs 
pro\ idc a simulated opponent. 'Ilic ])rol> 
lem here is that, despite some vet}’ ratio- 
nal and useful computer input (it calcu- 
lates the odds for )'ou before, and sug- 
gests p]a)'s to you after, each dice throw') 
and some stunning 3D animation for the 
dice. Yai ri’ZEt: definitely bumps up 
against the “who cares?" problem. 

Tnie Ya/ifzee enthusiasts will play it 
with real dice, and if no oj^ponent is 
around, then they’ll play without one 
(Yahtee is, at heart, a kind of .solitaire, only 
using dice instead of card,s). ’1 he whole 
concept of a virtual dice cup that uses a 
precise simulation of the physics of dice 
throwing — Yai ri'ZEE's main attraction — 
borders on the obscene. Simulating brain 
surgery, driving a race car, or building a 
city makes .sense. Simulating a dice cup is 
preposteroiKS. It’s a brilliant simulation, but 
why in the world would you buy a com- 
puter game that brilliantly simulates 
throwing dice? 

SANITY CHECK 

'lb answer this question, the design- 
ers throw’ in extras, such as a version fea- 
turing tetrahedral dice, a version w'itb 
multicolored dice, a battle version in 
w'hich you can knock your opponent’s 
dice off bis rack w’ith your throw, and 
some especially nice boxtops. Ilierc’s 
also a slick, pounding soundtrack, a la 
Tr[\T/\l Pursuit. 

In the end it comes to the same thing 
w hether tlic game is as well made as 
Y/\] rrZEE or as jjoorly made as 1 ’ri\'IAL 
PuRSUrc. Neither has a reason for existing, 
and if Masbro sells any copies at all it will 
be purely from trading on the popularit}' 
of their brand names and consumers' 
sheer curiosiK'. 

Someone, I hear, has produced a mul- 
timedia version of Hangman. It won’t be 
very long before somebody does an 


extravagant multimedia simulation of 
Tic-lac-Toe. Personally, I’m holding 
out for the CD-ROM virtual touch- 
screen s'crsion of Patfyeake. S 

TRULY TRIVIAL The multimedia 
“enhancements" of Trivial Pursuit 
can’t touch those of MoNOPav, 
much less You Don’t Kncw Jack. 
Stick with the boardgame version. 



The Rift Between Worlds 
Is Open Again! 

The New York Times Bestselling Author 





Volume Three of The Sei'pentivar Saga 

As the bestselling Se?7;enny£i?'Sngacontinues, the final, fiery 
battle to save the magical world of Midkemia must be waged 
on land and sea. Discover dark sorcery, age-old secrets of the 
gods and the astounding fate of tnie friends — and sworn 
enemies — in Raymond E. Feist's latest adventure. 


"Feist has a natural talent for keeping the 
reader turning the pages."-Chicago Sun-Times 


Available at book.store,s everywhere Wm IlARbcOVER http;//AvonBooks.com 
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COMPUTER GAMES 


CHIPS&BITSinc. 

FOB 234 DEPT 10B64 ROCHESTER, VT 05767 
INT’L 802-767-3033 FAX 802-767-3382 
Orders/Questlons: cblsalBs@sover.net Customer Service: ebiserv@sover.fli 




‘AIR WARRIOR 11’ 
Practka maneuvBfs 
and fly with Ihe 
same skill and 
strategies lliat real 
life fighter pilots 
use. Tltese tactical 
Itighl practices and 
exposure to various 
aifcralt options pre- 
pare you lo defeat 
even the most so- 
sored on-iine veter- 
ans. CD S46 



'STAR CRAFT' Wasteful, short sighted and quarrel- 
some humans pillage world alter world. You must 
gather your resources to accomplish your goals, 
either freedom or galactic domination. CD $46 


‘STAR GENER- 
AL' Feel the 
power of an 
incredibly 
enhanced 
Panzer General 
Game. A 2- 
level combat 
system accom- 
modates space 
and surface combat. Conquer enemy planets with 
over 9D fully rendered 3D starships and 100’s of 
ground troops and multipul planet types from 
fertile gems to barren wastelands. CDS43 



arena announcer Improve tlie tv-style presentation. All 
29 NBA team with full rosters, custom players, on-the- 
fly play calling, and so much more inake this game 
LIVE! CD $45 



‘THRUST- 
MASTER 
AjL ^ GRAND PRIX 

r Gives you 

■ the 

edge 

throttle 
braking at 
your finger- 
tips and lightning fast thumb activated 
shifting. Securely clamps to your desk- 
top. Total steering range is 180 degrees 
of travel. $74 



■IM1A2 ABRAMS’ 
The player com- 
mands a platoon 
of four tanks, or 
an entire compa- 
ny learn with 
other vehicles, 
artillery, heli- 
copters and 

artillery attached 
all from a variety 
of external views 
and a multi zoom 
map view. CD $45 





'THE LAST 
BLITZKRIEG' will 
pul you In Ihe 
heal of Hitter's 
last chance at 
victory in the 
West. Detailed 
battles, new land 
combat system, 
operational artill- 
ciat intelligence, 
replay feature 
lor reliving bat- 
tles. CD$41 


XH PRODUCTS 
F-16 FIGHTER 
STICK' Features 
the most realistic 
Falcon jet stick 
grip ever! When 
used in conjunc- 
tion with the Pro 
Throttle all 20 
buttons become 
programmable 
for a total of 40 
functions. 3 year 
warranty! $100 


XOMMANCHE 3: 
Missiles awayl The 
helicopter itself is 
fully light-sourced, 
shaded and ren- 
dered with 3D real- 
time animation 
<.vhile easier to get 
Into and handle. 
Night time maybe 
the right tme for 
many of 

Commanche 's 
misaons. CD $49 


'FLYING CORPS' 
With a superb 
landscape, 
accurate flight 
model and in 
depth research. 
Flying Corps is 
the ullimate In 
World War 1 
flight simulation 
that will quite 
simply take 
your breath 
away. CD $41 


A hardware! IBM action ■ IBM ADVENTURE! IBM ADVENTURE ■ IBM ADVENTURE ■ IBM ARCADE ! IBM BUNDLES 


3D Magic Accelerator $139 
30 Spex $79 

Allc ACSSSSpXsr S/3SIS9 
CH F16ComblsllckS60 
CH F16Fighlrslck $100 
CH Force FX $169 

CH Game Card 3 Auto $36 
CH Mach 3 Joystick $25 
CH PC Gamepad $19 


CHPa 


SladeForce W9S 


$39 


$48 


S4S 


CH Pro Pedals $74 
CHProThrollle $98 
CH Virtual Pilal Pro $69 
Gravis Grip Contrpllr $86 
Gravis Grip Pad 2 Pak $24 
Gravis PC Gamepad Pro$27 
Gravis PhoemxJoystk $83 
Gravis Thunderblrd $43 
Joyswilch $39 

LaPtc LCS26l2Spks $112 
LgitechWingMnWrriorSeS 
Msoft SidwndrPfo Pad $39 
Space Otb 360 $79 

TM Orvng CnIrlTZSIOB 
TMF16TQS $108 
TMF22Pro $128 
TMFLCF16 System S10B 
TM FLCS Limned Ed $299 
TM Flight Contf Pro $99 
TM Game Card S2S 
TM Rudder ComrSys $98 
TM Wiz Pinhali Cnirl $32 
TMX-FighterJyslCk $45 
TM Phsacr Pad $47 
TM GP1 $74 

Verbal Commander $109 
Yamaha SBS 300 Spkr $88 


Crusader No Remorse $26 
CrusadertNo Rogrt $34 
Dork Frees 2 Jodi $48 
Dark Vengeance $45 
Doom2W9S $32 

Duke Nukm 3D Atomic $46 
Duke Nukm 30 Plut Pk $25 
Final Doom $46 

Firelight $38 

Gun Malar $44 

Heretic Sri.io Serp Rdr $37 
Hoxen W95 $21 


MDK 


Powersiave 


Prey 


Strife 


The Falien 
Tomb Raider 
Tomb Raider 2 


7IhGuesl211lhKour $32 
7lh Guesi 2 W95 $44 
7lh Guesi $29 
9 W95 $46 
Abuse $23 
Acs Ventura $41 
Aden Ouesi W95 $43 
Advhtres on Lego isle $35 
Albion $39 
Anarchy 


Ark ol 


$34 


$40 


$44 


$39 


SSD 


Quoko $53 

Quake Mission 1 $29 

Quako Mission 2 $29 

Rebel Moon Rising $42 

Ruins $48 

Shadow Warrior $49 

SkyNET $39 

SiamScapeWSS $42 

Space Hulk 2 $44 

Star Trek GenrtnsW95 $48 


$39 


■ungeon $42 


Full Throttle $20 

G-Nome $43 

Cabtle!Xnighl2 $40 

HardJack $46 

Harvester $36 

Hunter Hunted W93 $45 

104: Independence Day $44 
indestrucllbles $44 

Interstate 76 W95 $48 

Into Ihe Shadpws $48 

Iron John Hawk $45 

Island of Dr Moreau $40 

Jumanji $32 

KGB Files $43 

K07:Piinceless Bride $25 

Kingdom O'Magic $42 

Kings Quest 8 $43 

Knights Chase $38 

Leisure Suit Larry 7S48 
Light and Darkness $44 

Lighthouse 


$39 


Lost Dynasty $34 

Lost Vikings 2 $42 

Lsl Fts Shrik HIms 2 $42 

Magic oiXanih $42 

Metal Walks $36 

Mission Cde Millenium $34 

Monstrous City $44 

Mummy 


$41 


S37 


Deus W9S 
Dlscworld 2 

Ecsialica 2 
Fable 

Fighting Fantasy $40 


Myst2 

Nemesis 

Neverhood 


$52 


SQ6 Spinal Frontie 
Second World 
SlarTrek Judg Rl Coll $36 


$36 


$42 


Surreal W95 
The Arrival S46 

The Dig $26 

The Last Express $48 

The Trial $44 

Third Millenium W95 $44 
TImeLapse Anc Civil $46 
Titanic Jrny Out Time $44 
Tme Wrp Dr Brain W95 $33 
Toonslruck $48 

Under Killing Moon $19 
Urban Decay $43 

We Ate Not Alone $45 
Zoik;Nemesls $53 


3DUItiPbllCrpNgni $42 
30 Ultra Pinball $29 

Beavs Build LtllTligs $19 
Bug Toot $38 

Bvs & Btthd Cltg Drks $19 
Bvs&BlthdWhrT3kes$l9 
Cyber Gladiators W95 $45 
Eatthwatmjim1&2 $25 
Ecco Ihe Dolphin 


Full Til 


$24 


Full Till PinOII W95 $24 

Hyper 3D Pinball S34 
Jungle Pinball $30 

Lode Rimner Net W9S $25 
Looney Labyrinth Pball $29 
Metal &LacGNRi3 $27 
Mniy Pyltihs Wste Tiiiie$32 
Mortal Kombal 3 Wgs $32 
Pinball Builder $29 

Pro Pinball $37 

Pro Pinball Timeshock $37 
Re-Loaded $33 

Rebel Assault 2 $25 

Road Rash W95 $42 

Rockei Jockey $47 
Sonic the Hedgehog $30 
Tempest 2000 $34 

Thexder2W9S $19 
TlgerShark $41 

Ton Stilh Den $27 

Tolal Pinball 30 $19 

Tri-Tryst W95 $24 

Vector Man $39 

Vittua Fighter W95 $42 

Vittua Squad $42 

Worms $34 

Worms ReihlorcementsS34 


20 Wargame Classics $20 
AcesColleclion ^ $25 
Archives 2;Star V/a" $48 
Avrtd Winning Wrgmes $22 
Complete Grt NvI Bus $32 
Delinilive Wargames $28 
DelnlveWaigme Coll 2 $34 
Ecsialica Bundle $19 
Eye ol Beholder Tnl $25 
Fnisy Gnti Strat Bndl 534 
Forgolleri Realms Coll $30 
Heroes M & M 1 8 2 S39 
ID Anthology S99 

InlrplyAII Nghtr2 




S34 


Kings Quest Anthology $25 
Legend Kyrandla Sailes$25 
Leisure St Larry Amli $25 
Megapak 5 $32 

Might & Magic Trilogy S19 
Mile High Club $28 

Pinball Gold/Builder $35 
Pnzr Gen StrtGd Bndl $19 
Police Quasi Antholgy $25 
PowerHils Batlilch $16 
Prince Persia Collect $19 
Oiiesi lor Glory Anth $25 
Rapid Fite Pak $29 

SU-27 Strat Gde Bndle $30 
Space Quest Anthology $25 
Star Control Collcin $19 
Take Ten $19 

The Archives 1 $27 

Trophy Case $24 

Ultimate Gamers Pak $35 
Ultimte Flight Sries $29 
WarcrafI Bllle Chst $55 


Alien Legacy $i 

Anvil of Dawn $3 

Arch Mage W9S $4 
Arena Deluxe S4 

Betrayal In Antara $4 

Champions ol Krynn St 

Cobra Missron $2 

Curse of Azure Bonds $1 

CyberJudas $1 

Cyclones $2 

Dark Queen ol Krynn $1 
Dark Sun $1 

Dark Sun 2 SI 

Dark Sun Online W95 S1 
Deatli Keep W95 S1 

Death Knights Krynn $1 

Diablo $4 


Disciples of Steel St 

Dungeon Master 2 S2 

Elder Scrolls 2 S5 

FR Desc Undrmln $4 

Fallout $5 

Halls ol the Dead $3 


S3 


KnightsXentNRISUG S 
KnighlsXenltPG13 S3 
Lands Lore Grdns Dest $4 


S2 


Mendian59W95 $3 

Might S Magic 3 $1 

Might & Magic Tnl St 

01 Light & Darkness $4 

Pools ol Darkness St 

Raveniott Strand $2 

flavnlft 2 Stn Prop $1 

Realms ol Haunting S5 


accepted ChKks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Price, availability, ol 
orders may require additional shipping and handling charges. Deicclives replaced with same producl. All sales final. Cali lor details. 
Shipping and handling charges calculated on a per order, per shipmeni, and per item basis. The “per order' charge is charged once p 
charged once tor each iiem ordered and the 'per shipment' charge is charged once lor each shipment wr 


r subject to change at an 


e. Hardware 
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a 6-monlh subscrrplion to Comouter Games SlrilegyPlus Magazine, tor wi 


3e allocated, to begin with the FePruarvl997 issue ■ 


;5 depending upon available magazine guanlrlies 















Call NOW to Order! Source 10864 

800 - 699-4263 



'X-COM APOCALYPSE’ You command the eKe X-COM 
Ijcops as they nestigate and icpel an aien imasion of 
^ Yoj researdi and nmJbiAjm weapons, amw an^ 
\chlcies. Destroy the aliens before it is too tats. CO $45 



'ADMIRAL-SEA 
BATTLES’ A 
naval conquest 
simulation game 
the combines tire 
best of 18 th cen- 

fare strategy with 
challenging 
board play boast- 
ing a full musical 
score and inte- 
grated sound 
effects. CD $41 



'DARK REIGN' In 
the 27th century, 
civil war rages 
across the 
galaxy. The 
Imperium with 
control of pre- 
cious water 
resources com- 
mands the late 
of a 1,000 worlds, The Freedom Guard, a small 
but dedicated resistance group, attempts to 
break the tmperium's grip on the galaxy and the 
water supply. CD $46 



'TOMB RAIDER' 
Dive into the 
action packed 
fantasy world of 
infamous adven- 
turer Lara Crolt, 
in her quest to 
retrieve the leg- 
endary "Scion". 
Explore an envi- 
ronment that 
takes you through 
jungles nins and 
more! CD $42 



In 3D game field 
v/here wicked 
realism rules. 
Bring a whole 
new level of 
excitement to PC 
games, adding to your competitive edge with 
depth clues unavailable to the naked eye, plus 
exceptional comfort for hours of gaming enjoy- 
ment. $79 



'ATF GOLD - AH64 GOLD' AFT Gold brings you the 
best multiplayer combat simulation game. AH64 
Gold brings you the most acclaimed flight simulation 
series of the year. AFTG $46 AH64G $46 



'MAGIC: THE 

GATHERING’ This 
top selling trading 
card game is now; 
lor the first time, an 
Interactive multi- 
player online 
computer game. 
It’s an addictive 
fantasy game fea- 
turing wizards, 
explorabon, adven- 
ture and role play- 
ing. CD $46 


'LOONY 
LABYRINTH’ Board 
the Loony Machine 
for a pinball adven- 

onship playfield 
design, expert firp 
control, authentic 
light illumination, 
Greek mythology 


sound atxl 2 lends ot 
background music. 

$29 


‘BETRAYAL IN 
ANTARA’ An 
empire over time 
has fallen pry lo 
corruption and 
decay. Today a well- 
meaning Emperor 
faces a crumbling 
infrastructure 
where bribery, 
intrigue, nepo- 
tism, deceit and 
assassination run 
rampant. CO $48 


'TEST DRIVE 
OFF HOAD' 
What a wild 
ride! Conquer 
the world’s 
most wicked 
terrain. In a 
Hummer, Jeep 
Wrangler, Land 
Rover or Chevy 
K1500 Z71 as you battle your way to the check- 
ered Hag. Three unique environments, snow, 
desert and forest affect (he way your vehicles 
maneuver. CD $42 



'LANDS OF LORE 
ir Guardians of 
Desliny. Evil 
dwells within 
your own soul, 
culminating in a 
battle In a 3D 
world of ancient 
horrorandatroci- 
lies. You are 
Luther, cursed son of the Sorceress of Darkness, 
exploring treacherous lands In search of ancient 
magic, a super power that will release you from 
your vile birthright. CD $48 




'THRUSTMASTER 
F-22 PRO' With a 
powder coated 
metal base, glass 
filled AB5 handle, 
metal gimbal 
mechanism, and 
heavy gauge 
spring tension, 
the F-22 PRO 
gives you the 
edge you need In 
advanced tactical 
warfare. $128 


IBMRP6 ■ IBM SIMUUTtONH IBM simulation! IBM SPORTS 


litiwar Legacy S23 
Urns Ark Shadcpw Riva $45 
:acred Pools $46 

ierpenis Kiss $43 
ihadow Sorceror $9 
ikyiealms of Uorune $33 
ila; Trail $29 

;iar Trek TNG Celled $69 
;Ur Trek THGfnl Unity $46 
iionekeep $30 

'erraclde $42 

tiundeiscape $19 

litlma 7 Series $15 
lltimaePagan $15 
lltima 9 Ascension $52 
litlma Online $42 
litlma Undrwid I i2 $15 
Inlimiied Adventures $19 
VjzardryGoldW95 $32 

[3I0J2JJJ03 

943 Euro AirWar $44 
.eai Hunter Killer S4S 
..TF, Gold $46 

,tOTankKi!lr2Wg5 $48 
iCS Marine Fighters $25 
,CS Navy Flghtrs GId $34 
iCS US Navy Fghtr $29 
iH'64D Longbow Gold $46 
»H64 Flash Pnt Korea $25 
iTF Naio Fighters $22 
tbsoluteZero $36 

icceieralot W95 $44 

ices ot Pacific $25 
icross Desen 1941 $46 

ictosstlieRhihe $29 
urCnibINvyFlis97 $45 
iirCmblPacIic 1942 $16 
Or Combat PacllicGold$34 

Ur Warrior 2 W95 $44 


Archimedean Dynsty $40 
Armored Frst 2 $49 

Army Air Corps 42 $48 

Battle of the Ironclads $46 
Big Red Racing W9S $29 
Comanche 3 $49 

Command Aces W95 $25 
Conquest of the Skies $48 
Darkllght $46 

Daytona USA $42 

Descent Bundle $26 
Oesent 2:lnfnla Abyss $48 
Destruction Derby $26 
OestruchonOeiby2 $47 
Dreadnaughl W96 $42 

EarthSiege2W9S $40 
F-22 Lightning 2 $49 

FA 16 Hornet 3 W95 $45 

Falcon 3.0 $16 

Falcon 4.0 $52 

Falcon Cold $39 

Fighter Duel 2 W95 $39 

Fighter Duel Pro $34 
Flight Unlimited 2 $44 

Flight Un!mldW95 $36 

Flying Carp $42 

Flying Nightmares 2 $42 

Formula 1 Post Season $44 
Formula 1 W95 $45 

Great Naval Battles 4 $34 

Great Naval Battles 5 $44 
Harrier 2020 $45 

Hellbender W95 $38 

Hind Helicopter $44 
lndyCarRcng2W95 $48 
Jet Fighter 3 $49 


MlA2Abram5W95 $45 
MechWarrior2 Add On $26 
MechWafrior2W95 $47 
Mecliwrrior Mercniies $48 
Microsoft FS 6 W95 $53 

MonsIrTickMdnss $40 


MsonFS5Europe2 $40 
Muzzle Velocity $48 
Nascar Racing 2 $48 

Nascr RcngWTick Pck$47 
Need Speed Gold W9S $45 
Need for Speed 2 $46 

Rally Championship $42 
Red Baron 2 W95 S48 
SabrAce $48 

Sail 96 $36 


» Steel 


646 

$45 


Racer W/ Brain $29 
EF200DW95 $46 

MOIOCIOSS W95 $33 


Wrid Clrc Gran PrI* 2 $34 
X-Car E«oimml Ren $44 
X-Wing Collector $24 
X-WngVTIo Fghtr $54 


British Open GoH $44 
FIFA Soccer 97 $45 

Fron Page FoDtOall 97 $48 
Front Page GotlW96 $48 
Grand Slam '97 W9S $44 
Hardball 6 $42 

Jack Nicklaus Golf 97 $42 
Links LS $46 

Links Pro Courses ea $19 
LlnksPro386 $19 
Madden Football 97 $45 

NBA Full CnPtssW95 $40 
NBA Live 97 $45 

NHL Hockey 97 S46 

PBA Bowling 2 $35 

PGA Eurpean Gpll Tour $46 
PGA Tour Golf 96 $38 

SimGoil $40 

Total Control Football $44 


IBM STRATEGY 


7lh Legion $40 

Age Of Empires $46 

Agents of Justice $46 

Arcs $42 

Army Men $46 

Blood & Magic $46 

C & C Red Alert $48 

Caesar 2 S4t 

Capitalism $42 

Cave Wats ' $39 
CIvillaallon 2 $42 

Civilization 2 Seen $26 

Civilization Network $25 

Colpnizaiian $25 

Cnmm Conq Cnvrt Ops $22 
Command & Conquer $47 
CaCW95 $45 

Conn of New World D!k $48 
Conquesl Earth $42 


Dark Earth StfloyW95 $45 


IBM STRATEGY ■ IBM STRATEGY 


OaiX Reign Future War $40 
Deadlock $47 

Destiny W95 $45 

Dominion $44 

Dune 2 $29 

Dungeon Keeper $46 
Empetoi of Fating SunsS38 
Empire 2 W95 $24 

Empire OIxMsIr Ed $19 
Enemy Nations W95 $42 

Fallen Haven W95 $47 

Fragile Allegiance $46 
Galactic Mirage W96 $41 
Heroes M&MW96 $32 
HetoesofM&M2 $35 
History ot World $40 
Imperum Galactica $34 
Into the Void $44 

Jaggil Allnc Ddly Game $44 
Jagged Alliance $19 
Jutland $19 

KKND $46 

Lords of Realm 2 $48 
Lost Admiral 2 $39 

MGathrngBaiilemage $42 
M.A,X. $48 

Master of Magic $41 
MasterofOrlon $19 
Mostor of Orion 2 $46 
Mechcommander $48 
Mighty Machines W95 $32 
New Order $48 

Pirates Gold $19 

Reach lor Stars 2 W95 $48 
Rebellion W95 $48 

RlskW95 $41 

Romance 3 Kingdoms 4$34 
Settlers 2 $39 

Settlers 2 Missions S12 
Shattered Nations $46 
SimCily2000W95 Net S51 
Spaceward Hoi 4 W95 $24 


Star Control 3 $47 

Star General $43 

Star Nations $46 

SlarcraflWSS $46 

Starship Troopers $46 

Syndicate Wars $46 

Tranpsort Tycoon Dik $42 

Uprising $48 

Warcraft 2 $46 

Warcraft 2 70 Levels $19 

Warcraft 2 Add On $26 

Warcraft 3 $47 

Warlords 2 Dl< $41 

WetlordsS $42 

Wanwind WS5 $43 

X-Com Apocalypse $45 
X-Com Terr Irm Deep $35 

X-Com UFO Defense $19 

Z $43 


IBM TRADITIONAL 


Barbie Designer $42 
Batiieship W95 $41 

ChessmstrSOOOWeS $35 
Clue $40 

Dragon Dice $44 

Hong Kong Mahjong $25 
Magic Gathering $46 
Monopoly $40 

Monty Pylhn Holy Grl $32 
Scrabble S41 

Ultimate Vahtzee S26 
Virtual Pool S40 

Virtual Pool W95 S40 

VirlualVegas $13 

Wheel of Fortune Plat $22 
You Don't JckQst Pek $20 
You Don’t Know Jack 2 $31 
You Don! Know Jack $31 
You Dot KnwJackSprl $31 
.You Dni Know Jack XL $42 


IBM WARGAMES 


Ago of Oars 
Age of Sail 
Battle ol Bulge 



$19 
$42 
S $42 
$42 
$42 
$42 
urg $32 
tarn $41 

I $26 
Run$42 
Easl$42 


FREE 

GAME OFFER 

Spend the specified 
amount on any in stock 
software and choose a 
free IBM game from 
the corresponding list 
below. Request must 
be made at time of 
order. 


Blitzkrieg $39 

Broken Alliance $24 
Close Combat W95 $36 

Custers Last Command $26 
Definitive Gettysburg $44 
East From $42 

Fantasy General $35 
Filin Fleet $39 

Filth Fit Seen Modi $19 
Great Ballles Aleindr $44 
Harpoon 2 Deluxe $25 
Harpoon 97 W95 $44 

Last Blitzkrieg $41 

Man of War 
Myth 
Nam 

Napoleon in Russia 
Operation Crusader 
Over the Reich 


S42 

$SC 


$39 

$34 

$45 


Paclllc General W95 
Panthers in Shadows $42 
Panzer General 2 $42 

Panzer General Online $15 
PanzerbliU $42 

Perfect Gen 2 w/Scen $30 
RELeeCWGenW9S $46 
Road lo Moscow W95 $43 
Rommel ai El Aiamein $19 


Grandest Fleet 3.5, 
Bridge Olympiad 3.5, 
Faicon 3 Mlg 29 Disk 
3.5, Afrbome Ranger 
5.25, Gunship5.25 
SPEND $120 
Batties of 0esGny3.5, 
Disciples ot Steei CO, 
Jutland CD, Riddle 
Master Lu CD 
SPEND $200 
Falcon 3.0 3.5, 

Journeymans Project 2 
CD, JuUand CD, Flight 
Sim Tool Kit 3.5, Wolf 
Hunt or be Hunted CD 


IBM WARGAMES 


Stalingrad $39 

Steel Panlheis $37 
Steel Panlhets Cmpgn $15 
Stool Pnlhrs 2 $43 

TACOPS $44 

Tank Resislance 2024 $39 
Third Reich $39 

Tigers dn the Prowl 2 $42 g 
VVIclory Bundle $28 a 
War Cdllege $3i | 
















The planet New Haven was supposed to.be a paradise, ’■ 
an idyllic, peaceful new h'ome for colonists from Old Earth. 

But that was before the wars broke out/beiore the provinces turned on one another, 
and before the aliens arrived... 
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DENNY ATKIN • SIMULATION/SPACE 


Birth Of A 
Flight Sim 

A- 10 CubaI’s Designer Describes the Creation of His Next Sim 




t's lull'd lo imagine a soft- 
ware prodiicl moreclift'i- 
eiill to create llum a com- 
bat tliglil sim. A successful 
■sim incoq)oralc,slheliis- 
toricaland tccbnical 
Irackgroiincl that you'd 
find in the most hard-core 
wargame, c/nc/ithas to 
simulate real-world 
physics in a com incing manner, llie 
designer must, howes cr, balance realism 
and hLstorical accurac\' in order to provide 
a fun gaming esperience. 'lo be immer- 
siye and commercially successful, a sim 
needs graphics and .sounds to rival the 
best action games. And while not a total 
necessit)', an adyenture gaine-qualih’ 
background .stors'can do iiiueh for draw- 
ing in gamers who aren’t aviation buffs, 
Cee. and you thought designing sims w'as 
all fun and games. ... 

lb get a belter idea of some of the 
issues designers face when creating a 
game, ! talked lo Parsofl’s Rric “I lellcats” 
Parker, cieator of ill'I.l.CA'fS OVKirn !!■: 


Wane and A-10 Aitack for the 
^ lacintosh, and A-10 Cuiw! for the Mac 
and Win 95. Parkers ne\t simulation 
looks to up the ante in the graphics 
department and to add sonic unique 
enhancements to his already impressiyc 
]ih\'sies model. As of this initial look, 
Parker is still deyeloping the game’s 
underlying engine; specific aircraft, niis- 
sioirs, and other details arc .still in the 
planning stage, ’^riiroughout the year, 
we’ll follow this project — from initial 
design, through development, to final 


rclca.se— lo .sec the kinds of decisions a 
game designer is faced with as a new pro- 
ject progre.sscs. 

EUROPEAN AIR WAR 

Ihissim w'ill focus on tlie W''c.stem 
hfont during World Whr II, 'Ilic jirimar)' 
aspect of the game will be dogfighting, 
although there w'ill be .some ground- 
attack operations as well, Parker shelved 
the original plan of doing a Gulf Whr A-K) 
simulation next (that iirojecl may still 
appear in the future) due lo overwhclm- 




SSf’s Still mum on the top-secret features of Su-27 
Flanker 2,0, the sequel— which is due out around 
year's end— to their acclaimed hard-core flight sim. 


But the company is about to lift the veil on an unex- 
pected bonus: Su-27 Flanker 1.5. This mission disk 
will sport 150 new missions, a new random mission 
generator, and 16-piayer head-to-head combat. 
The game's mission editor has been extended 
to allow designers to create mission files that 
last over a period of days, or even weeks. 

Direct 3D support means that 3D card owners 
will be treated to ultra-smooth, Gouraud-shaded 
(but not texture-mapped) graphics. A thorough 
training manual will be included, designed to 
get even novice players ready to battle Flanker 
1.5's improved enemy Ai. 



In two 
years, we'll 
be able to 
do sims 
that are 
almost like 
virtual 
realities — 
based on 
real 

physics. 99 

“Eric Parker 



How does Parker 
make an A-10 fly? 
Check out 
www.computergam- 
1ng.com for the full 
scoop! 


APRIL 1997 CCW 







SIMULATION/SPACE 


DENNY ATKIN 



POLY WANT A TEXTURE A-10 Cuba! used flat-shaded polygons to 
get smooth perfoimance; Parker’s next sIm should have fully tex- 
ture-mapped objects. 


ing demand in the market for produels in the 
long-ignored W’WdI categor}: 

One of Parker’s big concerns is to make the 
game as accessible as possible to less expeil 
fliers, allhongb not at the expense of authcntic- 
it); “As a Wbrld War 1 1 sim it’s more accessible 
off the bat," I\irkersa\s, “as it’s easier in Icnns 
of contn>ls and iirstniments.” 

'Ihe sim will have a fairly flat user interface, 


w ith fewer dialog Ixrxcs than tlie A-10 
series, in order to allow pilots to get in 
the air faster. One of the tougher 
decisions centers on niksion-planner 
capability. 'Mie current plan is to offer 
a basic capabilit)' that will allow users 
to set np simple mis.sion parame- 
ters— with more detail than the mis- 
sion genenitors in the ACVS series or 
Cl iiicKYt'ACKR’s Aik Combat— 

bill not to allow micromanageinenl 
of ever)' detail. '1 he reasoning here is 
two-fold. Mrsl, a complex mission 
planner is likeK' to intimidate lc.ss 
iiard-corc plavcrs. Second, Parker 
feels the devclo]5mcnt resources would be bet- 
ter spent on actual gamcplav: 

Ihrker does want to ])lease the jjlayers who 
want to set ip exenicialinglv detailed missions, 
however. ‘'W'e’re loving w ith some ideas,” he 
savs, "such as hidden editing features tliatare 
documented in the manual, or going ahead and 
publishing specifications for some of the file for- 
maLs and the Al language.” 


If Parsoft does ]Diil)li.sh the file fonnals, 
gamers would be able to look forw ard to a 
wealth of user-created mission editors, pniba- 
bivvvilb features Parker never iniagined. 

OPEN SKIES 

Creating realistic aircralt models is anoth- 
er area that requires niuch development 
effort. 'I'hc developer must make tough deci- 
sions to create a small list of planes wanted 
by the largest groups of gamers. Thus, sim 
pilots end up getting a lot of lime in 
Mustangs, Corsairs, '/crocs, and l''ocke- 
Wulfs; while fans of Brewster Buffaloes, '^ak- 
3s, and I'iats arc left groiinded. 

Parker hojjcs to j^rovide unprecedented flex- 
ibility, and to make a lot of aviation buffs liappv’ 
with what he calls the “Open Plane Interface,” 
w hich will allow third parlies to create new air- 
craft (l■’l.lc:i ri' Si lOi' for Mieiosoft’s iM.ici rr 
SlMl'lAl'OK offers a, similar capability, but it's 
difficult or impittsiblc to propciiv’ model the 
flight characteristics of many hpes of aircraft 
using the ITlCi rf SiMl il.MDK engine). 



For a FREE CATALOGUE CALL 

1 • 800 • 8-THUNDER 


ThunderSeat Technologies 

17835 Sky Park Circle • Suite C 
Irvine, CA 92614-6106 
714-851-1230 Fax; 714 -851-1185 



OPTIONAL SIDE CONSOLES 

Put your favorite joystick controls and mouse at 
a convenient position. Add a keyboard holder 
and you have the perfect setup for both flight 
simulation and office work. 


Shake Rattle and Roll 
for as little as S1S9.9S! 


HOW IT WORKS 

A 100 watt subwoofer built Into the base 
generates low frequency sound that resonates 
through the wave chamber hidden inside the 
chair. Thus you not only hear but FEEL your 
simulation. Paired with your amplifier, the 
ThunderSeat makes your favorite flight sim as 
realistic as it can be without a motion simuiator! 


^‘Virtual Utop 


“I could actually FEEL ihe punch of 
the afterburner!" 

Ed Dille, ELECTRONIC GAMES 


Feedback System Used in 
Real F-16 Simulators 


"A DOUBLE MUShHAVE. 

Anyone who plays computer games 
will want this AMAZING CHAIR!" 


Marc Splwak 
POPULAR ELECTRONICS 


CIRCLE READER SERVICE #161 






"THE BEST WW1 FLIGHT SIM EVER" 

PC Zone 


'COMPELLiNC, BEIUIIFUL. UDiCIiVE 
lEBRiFTING. «N tSIOUNDING SIM" 

PC Gamer 

"GREAT FLIGHT MODELS/ GRAPHICS 
AND HISTORICAL ACCURACY" 

Computer Gaming World 

"FLYING CORPS IS FANTASTIC " 

PC Format 
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Pro^ranmicrs wiil he able (o create their own 
airerafl. eoin|)lcle with accurate 31^ inodcls 
and realistic ph\'sics. "Since we’re doing 
physics, not ])rogramnied motions, planes 
should coinc apart realistically.” I’arkcr sa\^. 
Other companies could take advantage of 
the '‘Open Plane Interface” to create a uni- 
versal API that would let planes he shared 
hctwccii sims. 

“W'ith the Open Plane Interface, designers 
can hj'jjass my ])h_\sies,’' Parker says, "so real 
aircraft designers could h)pass my pinnies, sui> 
ply their own, and just use the collision detec- 
tion in the sim. ’I bey could take up simulated 
new designs, fly around the pattern, and shoot 
landings to test them.” 

GRAPHIC VIOLENCE 

Gamers will see a big impnnemenl over 
the A-Kl series is in the gra)5hics department. 
"It’s designed to take achantage of 3D accel- 
erators \vhich ha\e a Z buffer," Parker sa\-s. 
Me goes on to add, "If you ha\ e that kind of 
hardware, you’re going to have a ver\’ high- 


end looking simulation,” 

Parker ])lans to take ads aniage of a \’ariety of 
3D cards, hut he didn’t waul to tic the engine 
too closcK' to the first- and second-generation 
cards eunently on the market. "We built a .sort 
of software emulator for 3D cards," Parker 
explains, ‘AVc didn’t want to design an engine 
tliat would onlv ha\ e a life .span of a year, so we 
built a version of the game that simulates the 
most important aspects of a 3D card, .such as 
the Z buffer and perspective-corrected texture 
mapping." Parker says the emulation is fast 
enough that those w'ithout 3D cards w'ii! slill 
find the game smooth enough to be playable. 

Parker thinks that the current tcchuolog\' 
w'ill let him make sims that arc much cooler 
than in the past: but what really excites him is a 
market-a couple ofycan> dowo the road— 
when he can cmwue the gamer has a 3D card, 
Parker says that freeing up all the processing 
pow er that's nomially used just to draw the 
.screen w'ii! o|)en amazing new possibilities, 
"We'll he able to do .stuff that’s almost like sirtu- 
al realih'— not w ith gogglc.s, hut ba.sed on real 


phvsics. At that [>oint )'ou’\c got a world where 
there’s as much to do as in the real w orld; you 
could take boxes, stack them on tO]) of each 
other, and put a gun on to)j of them to build a 
defensive position." In other w ords, with real 
])lnsics, you’d he able to perfonn actions other 
than the ones programmers anticipated. 

INFORMATION OVERLOAD 

Parker went on to talk about how’ijhysics 
arc implemented in his current sim.s,and how 
ire’s able to workaround the limitations of cur- 
rent PC hardware to create exacting flight 
models. Wc also discussed one of A-IO Ct.'iul’s 
most enticing features, and one that came as a 
hit ofasuq)riseto the game’s developer— 
smooth liitcrnel play using )ayCotton’sK\i,l. 
W^e're out of space here, though,. so ciieck out 
our Web page at http:/A\'ww.eomputergam- 
ing.coni for the scoop on Parsoft's flight model 
and phs'sics dcvclopmcirt, and w'atcli this col- 
umn next month for more oir the future of 
!nulti])hn'er gaming as seen by Parker and 
other top de\ elopers. 


Plant Trees for America 




the Arbor Day Foundation. 

Your trees will be shipped 
jjoslpaid at the right time for 
planting in your area, February 
through May in the spring or 
October through mid December 
in the fall. The six to twelve inch 
trees are guaranteed to grow, or 
they will be replaced free. 

To become a member 
and to receive your free 
trees, send a $10 member- 
ship contribu- 
tion to Ten Blue 
Spruces, National 
Arbor Day Founda- 
tion, 100 Arbor 
Avenue, Nebraska 
City, NE 68410. 

Join today, and plant your Trees 
for America! 


j Tlie National 
L/ Arbor Day Foundation 


T rees provide food, shelter, and 
nesting sites for songbirds 
Trees increase property 
values, and make our 
homes and neighborhoods 
more livable. 

Trees help conserve 
energy. They cool our 
homes and entire cities in 
ilic summer, and slow cold 
winter winds. Shade trees 
and windbreaks can cut 
liomc iitiliiy bills 15-35%. 

Trees clear the air we breathe. 

They provide life-giving oxygen while 
they remove particulates from the air and 
reduce atmospheric carbon dioxide. 


America needs more trees 


The United Slates has lost a third of its 
forest cover in the last 200 years. 

Our towns should liavc twice as many 
street trees as they have today. 

We need more trees around our homes 
anti throughout our communities. Wc 


need more trees to protect our farm liekis 
and our rivers and streams. To provide 
wood for our homes and a thousand 
products we ii.se every da)’. 

10 Free Trees 

Ten Colorado blue spruces, or other 
conifers selected to grow in your area 
will be given to each person who joins 




Visit our web site! 

http://www.chproducts.com/ 




fOHe me heai of aeij baffle, race or game gou ibrom 
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uUilll uiiors made for serioosplagers. |7 
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C k A CH PRODUCTS 

fjt M 970 Parl( Center Drive • Vista, CA 92083 
n Plioiie 619 598 2518 • Fax 619 598 2524 
... M htipt'.www.chproducts.com/ 

•' 1 America Online: Keyword: CH Products 
P R 0 D U C I S CompuServe: Go GAMEOPUB 


Avallablf at: American ADO Inc.- American TV • Best Buy • Bits & • Circuit City • Computer City 

Computer • Comp USA • Compulerware • Egghead • Electronics BoutTque • Elek-Tek • Fry's Electronics 

• The Good Guys • Incredible Universe • Infolel • Ingram Micro • J & R Computer World • Jetstream • Lechmere 
• Media Play > Micro Center • Montgomery Wards Electric Avenue • Nobody Beats the WIz • Olflce Max 
• PC Connection, Inc. • PC Tronic • Ricom Electronics Ltd. • Sears • Software & More • Software Plus Ltd. 

• Susteen • Ultimate Electronics • United CD-ROM • Wal-Mart 


jogslichs. [broffles. fligbf gobes. rudder pedals. 


Sure, mere are cheaper PC and Nac game coulrollers. 
Bui if gou're readg la gel serious, guu need Ibe bigh-gualilg. 
buill-lo-plag-rougb peripherals from CB Producis. 
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htinq with Class 


ZOB Tomb Raider 


210 Quake Hacks 


213 Sconiia’s Mail 


214 CGTins! 


Warrior 


T he vviirrior is tlie first chnraclcr ty])c most novices tr)', and remains 
ihc favorite for many skilled veterans. Ixit’s brielly talk about mak- 
ing the mostoflliis m^ed powerhouse. 


Peruvian Cave Secrets Revealed 


OH, THE HORROR Rather than be surrounded, 
fight enemies from just outside dooiways. This 
Wcv, you only need to deal with one enemy at 
a time as Ih^ stream out to fight you. 


Your Source for Ruthless Strategies, Tips, Cheats, and 


Diablo 

Return to Hell for the Second 
Part of Our Diablo Strategy Guide 

by Elliott Chin and Greg Fortune 

1 11 the devastiited town of'liistnini. the townsfolk await salvation from 
I tlic hideous dciiizcns of the dungeons lx.'!ovv the eatliedral Little do 
I they know, though, that the horroi's in those halls arc but a prelude to a 
I grcaler evil that lurks in the catacombs and caves beyond. 

I 'lliis months strategy' guide looks at the best .strategics for using each 
I character class in DiABI ,0, in addition to uncovering a few' more singlc- 
I player quests. 'Ihe lower levels arc much harder than the dungeons, so 
I youi! definitely nc'cd to understand the strcngtlis of your character, 

I and master his strategics, lest your fiist journey into tlie catacombs be 
I your List 'fliis article discusses strategies for llie warrior and .sorccror 
classes. I’or rogue strategies, visit our W'el) site at wwvv.coinpiitergaming.com. 


The Unseen 


Win the War of Successio n 
The Soviets Stril<e Back 


Check out our 
CG-ROM and 
Web site for 
even more 
Diablo strate- 
gies, tips and 
tactics for the 
rogue and a 
few more 
quest walk- 
throughs. 


BUILDING A FREIGHT TRAIN 

Wlien adding experience points to a warrior, put an emphasis on 
strength; vve suggest adding two-to-four points per level up. VN'liat’s left 

■ can be fairly ev enly 
distributed, with 
more emphasis on 
vitality' than magic 
or dexterity'. Once 
your warriors 
strength hits the 65 
mark, be more 
aggressive about 
adding points to 
the other attributes. 


Symphony of Sounds 
RPG Party Animals Register Here 
The Best Cheats, Hacks, and Tricks 


CROWD CONTROL 

Desjiite his power, a warrior must he careful w'hen a]rproaching new' 
areas. Marching into rooms and fighting creatures on all sides will lead to 
serious Irouble in the lower levels. If you enter an area and notice that 
you’ve attracted a lot of attention, retreat. '^Hiis will string onl your ene- 
mies and allow you to fight fewer at a time as you w'ork your way' back. 
Also, kee]) your cy'es open for doorways, narrow' passages, barrels, or any- 
thing else that keeps v'our enemies from flanking you, l.ast tip— use the 
shift key' W'hen fighting in doonvays. It’ll keep you from stepping forw'-ard 
into tlie room after killing the monster in front of you. 
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Quests Galore 


his month well reveal five quests; 
two on the CG-ROM, and three in 
this article. Ogden's Sign and The 
Hall of the Blind are on the CO; and 
Griswold’s Magic Rock, Arkaine’s Valor, 
and The Chamber of Bone are here. 


What Is the oblect? To find a 
meteorite fragment for Griswold that fell to 
earth and was stolen by the demons 
of the catacombs. Ilf' 

Where will I find the 
Maylc Rock? The 
Magic Rock is on a 
pedestal located on level 
five. It will be in a non- 
descript room or hall- 
w^, but you'll notice it 
as a rock on a table. 

What level 
should I be to 
recover It? 

There is no minimum 
level requirement for 
recovering the Magic 




Griswold 


Rock. If you can already survive 
level five, then you can recover the 
Rock. It’s only a matter of wander- 
ing around and finding it. 

What will I face there? 
Typically, glooms and blinks will be 
hovering around the hallways near 
the Magic Rock, but as with all 
Diablo games, the monsters you 
encounter will be random. You 
could face overlords or goatmen, or 
even Horned Demons. Just deal 
with them like you do any other 
monster in the catacombs and 
you’ll have the Rock. 

^ What do I get? Once 
you take the Rock to 
Griswold, he will fashion the 
Empyrean Band for you. 



What is the ohject? To 

retrieve the legendary armor 
of the warrior Arkaine from its 
chamber in the catacombs, 


YOU WANT A ROCK? This is the Magic Rock 
that Griswold covets. Nothing special, but if you 
bring it back, he'll give you a magic ring. 


Where will I lind Valor? Mor 

can be found on the sixth level below the 
cathedral. 

Whal level should I he lo find 

II? Your character should be strong 
enough to kill Homed Demons fairly easily, 
as you will have to face several of them at 
once to complete this quest. 

What will I face there? 

Homed Demons guard Arkaine’s \^lor 
How do I get It? On level six you 


YOU GOT AXE FOR ME? 

Wliilc luiviiig ii shield handy lo block attacks is nice, nothing beats 
the caishing |)o\ver of a good axe. Wliile it’s slower to swing tlian a 
svx’orcl or mace, many time.s yon only need one good hit with tlic axe 
instead of sex eral hits with other weapons. It also has a much better 
chance of hitting scavengers, zombies, dc\il kin, aiid their kind. Once 
j'oii get to the low er levels of the dungeon, \’ou might consider switch- 
ing to a one-handed w'cajion and a shield, 'flie faster attack rate cou- 
pled with the abilit)' to block and the extra AC come in liand\' against 
the tougher opponents ^Tiu ’ll find there. 

Sorceror 

T he sorceror iniliallv seems like the weakest of all classes, but can 
grow' to become Ihe mo.st deadly of all cliaracters. Ilie first thing 
to reineinber witli the sorceror is to not be afraid to wuste mana. 
You can’t wander the catacombs and fire off fircbolts at a cautious pace. 

A MACHINE GUN WITH SPELLS 

Alw'a}'s click as fast as you can, Ijecause you can fire off magic speils as 
ijuickiy as a warrior can svxing a blade, lii the dungeons, you can clear a 
room full of undeacl and fallen ones by rapid-firing your charged bolt 
spell, which blankets the room with a sheet of lightoing balls. 


In ihe low'er levels, when more pow'crful opponents (such as night 
clan goafmeii and mudmen} .surround you, you’ll need to click aw'ay 
Ririously and keej^ j'oiir fingers read)' o\'er tl le number kejs to replenish 
your mana w'hen you dip below the 25 i)ercenf mark, 

DONT BOTHER WITH MELEE 

Another idea to clLspcnsc w'ith immediately is fighting in melee. 
Don’t bother adding too man)' points to strength; you’re a sorceror, 
not a warrior. 

'flic .sooner \'OU 
realize this, the 
belter off you 
arc. You would 
do better to add 
hvo-to-llirec 
points lo magic 
ever)' level, and 
one point to 
every other 
attribute. Avoid 
melee at all 
costs, and when 
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Quests Galore 


will find a 

long chamber P 
with two •, 

doors on the ' ''' 
south side. 

Inside are four 
Horned 

Demons and a 
book about 
Arkaine. After 
killing the Demons and reading the book, 
go through the door at the back of the 
room, Here you will find the Pedestal of 
Blood and a bloodstone. Pick up the 
bloodstone and click on the Pedestal to 
place the stone there. That will open a 
passage in the west side of the structure, 
which was previously all stone. Enter 


'V 

Horned Demon 


OUTTA MY WAY, UGLY On the automap iou’li 
see the chamber ftat holds Wor Rnd tiie 
bloodstones, open the secret doors and claim 
Valor. .after defeating Uie Homed Demons, 


there (go out and to the left) to find two 
Horned Demons and a second blood- 
stone. Place it on the Pedestal and anoth- 
er passage will open in the stone wall on 
the east side. Inside are two more Horned 
Demons and the last bloodstone. Place it 
on the Pedestal, and the wall behind the 
Pedestal of Blood will disappear. Walk 
past the torches, kill five Horned Demons, 
and pick up Arkaine’s Valor. 

What do I get? Arkaine’s Valor is 
magical armor that has an armor class of 
25, adds -1-10 to vitality, -3 damage from 
enemies, and bestows fastest hit recovery. 



What is the oblect: To survive pas- 
sage through The Chamber of Bone and gain 
the knowledge that lies inside. 

Where will I find the Chamber 
of Bone? The entrance to The Chamber 
of Bone can be found on level seven. 

What level should I be? Your char- 
acter should be strong enough to dispatch 
unseen, Homed Demons, and horror cap- 
tains with relative ease. Sorcerers should be 
aware that horror captains resist lightning 
and are immune to magic. 

How do I get it? First, read the mythi- 
cal book on level six. It will remove the walls 
surrounding the stairs leading to The 


Chamber of Bone. W^k down The Chamber 
and you’ll see a main door for a large room, 
and hallways on your left and right. At the 
end of each hallway are two Homed Demons, ' 
one unseen, and a lever that opens a secret 
door on the right wall of The Chamber. Once : 
you deal with the Homed Demons and 
unseen in both hallw^, open the main door : 
in the middle of The Chamber You will find 
45 horror captains and five unseen. Kill them, i 
and proceed to the room beyond. There will 
be a few more unseen and a couple of 
Horned Demons to kill here. In this room you 
will find a spell book. 

What do I get? Read the book and you 
will learn the guardian spell, which causes 
three dragon heads to burst from the ground 
and attack any enemies nearby with firebolts. 



Chamber of Bone lies your treasure: a 
book of the guardian spell. 


facing a horde, employ hil and run ladies like the rogue, 

WHICH SPELLS TO USE 

It's a good idea io always ready at leasl one electrical atlack, one fire 
attack, one area effect, and one defensive s|)ell with your hotkeys, in the 
lower levels of ihc dungeons, you’ll face off against a collection of mon- 
sters, some of whom will resist fire, and otiiers wholl resist lightning. So 
aluajs he ready to sAviteh from fireball to liglitning with A oiir hotkeys. 
Also, flash is a good spell to ha\ e if you know)oii’ll be swanned in the 
lower levels. Moly bolt is onl)' good in tlie first sL'c le\'e!s of the game 
because it ban ns undcad, but it is useless agaimd all other creatures. 

I .igbtning should [>e )'Oiir spell of choice. It can deiil multiple hits to a 
target as the entire lightning bolt courses througli an cnem\''s bod\'; and 
it continues im-intcmipled, .so use it to destroy a whole line of creatures. 

'I he other major attack .si^ell to ha\ e read}- is fireball, which is a 
nuieh better version of fircbolt that cnipts in a blast that banns any 


erealiires close lo ihe explosion. 

Anollier good spell is wall of fire, which you should always have 
ready before you open any rooms in ihe catacombs. As soon as you 
open Ihc door, lay downi two rows of fire walls inside the room, to pre- 
\'cnl any monsters from attacking you. and to roast anj^ creatures stupid 
enough to walk through the n)aring hla/e lo come io you. 

MORE HIT POINTS FOR SORCERORS 

Since the sorcemr has low hit points and high inana, he should 
al\sii)'s cast the mana .shield spell in each level, Wth this spell, you’ll lose 
mana points w hen creatures attack instead of hil j)oinLs, allowingv ou to 
endure more damage than usual. ’’Jbu also eliminate the need to switch 
behveen drinking healing potions and mana potions, and can instead fill 
your hell with eight full mana potions; evciy lime you replenfsh your 
mana for s[X’lls, you'll also be replciiLshing your hit points. % 

Join US next month for a guided tour of the Hails of Hell. 
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Tadical Tips: 


How To Crush Enemies In Battle 


E xploration and development give you the resources to con- 
quer your enemies on the battlefield. Maneuvering on the 
map sets you up to strike. Here are a few tips on how to 
bring the hammer down on your enemies: 

In general, don't engage stow land units. If you have elves, 
don't march dwarves out against the slow and plodding iron 
golems. Let your missile units whittle them down before you 
engage them. Early in the game, relatively weak forces m^ 
defeat powerful, but slow, resources guardians by inflicting dam- 
age from a distance. 

If you know the enemy has powerful and fast missile units, you 
might want to send in flying, fast, or sturdy ground troops 
instead. A cavalry unit or a pack of ogre lords is a good match 
against guardian elves, because they can withstand heavy dam- 
age and move in quickly. However, if you send in rangers to fight 
the elves, they’ll only trade shots, and you’ll lose your valuable 


FOOLS RUSH IN Don't rush foiward to the full extent of your unit's 
movement— within range of enemy melee attacks— without attacking 
first. This cavalry stack, which moved to its maximum range, is now 
exposed to two iron golem attacks. It should have stopped iust outside 
the golems’ range so the cavalry could attack In the next round. 


EnsmMxm 


Heroes of Might 
and Magic li 

Ultimate Strategies and Tactics for Winning the War of Succession 


by Gavin Wasserman 



0 the first day dawns and your hero 

victory. On the first day, hire anotlicr hero and 


Lsn't looking very' heroic, with an 

spread out quickly in all available directions to 


army far from mighty' and little or 

gather unguarded resources and treasure chests. 



d no niiigic at hand. At least you’ve 
got a castle; though right now, it’s 
looking pretty' sjDarsc. You iiave a 
small cache to start off with, but it 
w on’t be enough to get you an\'- 
whcrc. You’s'C got to nio\ e...and fast. 


EXPLORE OR DIE 

Ili|)id exploration is the key to 
speedy dc\ clopment and 


and claim poorly guarded mines and lumber 
milk You need tliose mines and lumber mills to 
build pur ca.st!e dwellings as c|uickly as possi- 
ble. Tliose dwellings v\ill [irovide you with a 
solid troop base. You should also |iurcha.sc a 
statue immediately to increase daily income, 
and a mage guild to 
_ _ acquire .spells 


This strategy guide 
has generai strate- 
gies and excellent 
tactical lips for 
winning in Heroes 
II. For tips on how to best use each char- 
acter class, visit our website at 
www.zdnet.cDm/gaming. There you'll 
find a strengths and weaknesses strategy 
guide for each Heroes II class. 

and increase the damage done by your castle 
dcfense,s. Striking out early will a!.so let you 
build a reserve of gold or nisourcGs. With as-ast 
range of resources, not only is it less 
likely for an enemy hero to quickly 
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Battlefield Expansion Disks From SSI. 


CAMPAIGN DISK for use 
with STEEL RANTERS 11. 

This disk comes loaded 
with 30 scenarios and 3 
campaigns: Korea 1998, 
Baule for the Low Countries 
& Drive into the Rhineland. 

O 

^1^ DOS CD-ROM 
www.ssionline.com 


CAMPAIGN DISKS for use 
with STEEL PANTHERS. 

Disk #1 features 35 
scenarios and 3 campaigns: 
Baule for North Africa, 
Operation Barbarossa & 
Pahon's 3rd Army. 

Disk #2 adds 40 scenarios 
plus 3 more campaigns: 
Drive to Berlin 1943-45, 
Rising Sun 1938-44 & 
Panzer Command 1939-45. 


PATROL DISKS for use 
with SILENT HUNTER. 

Disk #1 features 15 
scenarios and 2 patrol 
zones: Sulu Sea & Malaysia. 

Disk #2 adds a powerful 
Scenario Editor, 15 
scenarios plus 2 more 
patrol zones: Vietnam & 
Hong Kong. 


CAMPAIGN DISK for use 
with AGE OF RIFLES. 

This disk is packed with 
30 scenarios and 3 
campaigns: The British 
Colonial Indian Mutiny, The 
Wars ofItauan Unification 
& Hood's Drive North. 
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against 

excellent 
units, despite 
indifferent hit 
points). In most 
cases, just pass 
and allow your 
slow guardians 

to rescue your missile units. 

Besides taking out those powerful melee monsters, those precious 
missile units you’ve been protecting often duel with other ranged 
attack creatures. It’s essential to upgrade your units, not just 
because their attacks become more pcwerfui, but because they tend 
to speed up. In a duel of missiles, whoever is quicker on the draw 


ranged troops (if you have to lose one or the other, It's better to 
lose the ground troops). 

Besides being used to deliver the coup de grace to the last of 
an enemy force, flying units can be used to negate missile units 
by engaging them in melee, a particularly helpful tactic in laying 
siege to castles with missile defenders. An unconventional tactic is 
preempting enemy flying units with your own flying units when 
you are certain they will attack your missile troops. The beneficial 
effects are two-fold: When the enemy flies across to attack your 
units, they will already have suffered losses or damage; and, any 
units remaining in your original formation may strike without fear 
of retaliation (one exception to this rule is griffons). The drawback 
to using flying units this way is that you expose your preempting 
units to attack by enemy ground units. However; if you can use a 
flying unit for a preemptive attack while negating a missile unit’s 
ranged attack, it’s worth the sacrifice. 

While not as flexible as fliers, slew units have tactical advantages, 
too. Powerful, but dismally slow, units like hydras and ogres may 
serve as bodyguards for missile units, which tend to be targets for 
quick land and flying units. When in a melee and prevented from 
using their missiles, such units shouldn’t attack at ail because of 
melee penalties. Instead, your slow units can lumber forward to the 
rescue. If the enemy unit is extremely powertil, such as one contain- 
ing a few dragons or a horde of gargoyles, you might decide to sac- 
rifice your missile units by attacking in a melee. This prevents retalia- 


BLUDGEONS AND DRAGONS Flying units are 
excellent troops for disabling missile units. Mere, 
the gargolyes and dragons have prevented three 
ranged stacks from firing their bov,s, thus allow- 
ing the slov.fer ground troops to move forward. 
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cripi^le ) onr ])roduction. but also, in a ]5incli, 

) oii can sell off resource reserv es for gold to 
raise amiics or to e.\ciiangc for other resources 
at llie marketplace. Tlic exchange rale is heller 
witli more maikct]3laccs and though vou niav' 
feel initially gouged, if you need geius.and all 
)oii have is a lot of coal, )'ou’d better take the 
lo-ss and move forward. 

1‘Aplnration of the map also creates a warn- 
ing zone— a buffer between the time enemy 
amiies become visible on the map and when 
they are in position to altaekyour holdings. 
Yon can track their movements. Icam hovv' far 
a given hero travels per day. and also, with (he 
help of a Tliieves’ Guild, get a fair idea of their 
tnKip strenglh. 

Sometimes, a |X)wcrful group of mnnslers 
a|)pears to block your access to im|}oitanl 


resources. Th' to look for another \v,\y around 
them. If )ou can’t find one, jou'll iusl have to 
quickl)' build u[) a force sufficient to remove 
them. On the bright side, these inoaslers can 
Iniffcr vou from the enemv’ wliile )()ii devel- 
op }Our forces; however, this works Ixilh 
w;i)s, and your o|D|x>nent may develop forces 
free from your interference as well. Its likely 
that enemies will have access to many more 
nL'.sourees and castles, so you still ncx;d to 
press onward- If you wail until you liave a 
very ix)werful anny before exjjloring, you’ll 
[xolralrly find a lot of resources, artifacts, and 
mines already claimed by the enemy. 

RUN AWAY! RUN AWAY! 

It may be hard to accept, hut a tine hero 
of iniglit and magic lias no cjiialms alxinl 



BOLDLY GO... The first thing to do is explore the 
map. You need to capture mines and treasure 
chests, and free resources as soon as possible in 
order to recruit troops and build dwellings. 
Exploration will also reveal magic sites, sucb as 
these standing stones, which boost your basic skills. 
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The Sword Is Mightier Than The Pen 


Primary skills are no-brainers, but choosing secondary skills 
can be confusing, so I'll rate their usefulness for you. Skills 
are rated as excellent, good, average, and useless. 

Archery: Excellent. Especially if you plan to have missile 
troops or have sorceresses, barbarians, and wizard castles, or 
a combination of the three. This skill is especially deadly if 
combined with a hero's high attack skill. 

Ballista: Good. Excellent if you plan to attack castles. 

Speeds the destruction of castle walls. Higher ballista skill also 
helps you destroy castle towers more quickly. 

Diplomacy: Useless. And, if you pick it and refuse to buy 
up neutral armies, they always attack in anger At least without 
this skill, neutral armies sometimes retreat without a fight. 

Eagle Eye: Good, if you’re a spelicaster (provided it is 
upgraded to expert use). However, it is nearly useless for bar- 
barians and knights, who need a high wisdom first. 

Estates: Good, or excellent if you don't have many casties 
or gold mines. Extra gold always helps in recruiting troops. 

Leadership: Good, and excellent if you plan to have multiple 
troop types. The higher the skill, the more likely you are to get 
extra movements or attacks. 

Logistics: Excellent. It increases land movement, meaning 
you can cover more ground, visit sites and mines earlier, flee 
faster, hurry reinforcements to the front lines, and catch up to 
fleeing enemies. 

Luck: Excellent. It inceases your chances of delivering max- 
imum damage in combat. 

Mysticism: Excellent, if your hero casts spells in combat, it 
allows you to recover mana points so you won't be mana 
depleted after many battles. 

Navigation: Practically useless, unless you are in a water- 
intensive scenario, when it's a good skill to have. 






Necromancy: Excellent for necromancers, but useless for 
everyone else. When you’re attacldng many weak troops, you cai 
create a throng of skeletons, which are a powerful force. It's not 
good for other characters because pesky skeletons will dismpt 
morale. If you do get this sldll, you must upgrade it or it’s as 
good as useless. 

Palhfinding: Excellent. It cuts down on movement penalties 
in rough terrain and grants the same benefits as logistics. 

Scouting: Average. It increases range of sight for explo- 
ration, which is helpful in the beginning for spotting sites and 
mines, but useless in the end game. 

Wisdom: Excellent. It is absolutely critical, since no wis- 
dom equals no spells above second level, Plus, upgrades are a 
must to achieve fourth and fifth level spells, 


ABSOLUTELY USELESS When given a choice of secondary 
skills, never pick diplomacy, It is useless. Eagle eye, on the 
other hand. Is a good skill for a spelicaster, provided it Is 
upgraded to expert use. 


GAMER’S EDGE 


beating feel in the face of a .superior force, 'liiii 
eaii reliire a relreatinglicro for 2,500 gold, but a 
defealed one, and all of his arlifacl.s, might 
soon rc.siufaceon the otlier.side. it’s better to 
flee, then .simply rehire your hero and keep the 
artifacts. M)ii ha\’e to preserv e the option to 
flee. I liLs means paving close attention In 
enernv forces and -sj>eil ]X)vvcr. II tlie enenn' 
can kill your forces before yon get a ebance to 
move a unit, then you’ve lost that hero. 
Mowever, if you keep at least one fast or v'ci}' 


fa.sl unit remaining in \ oiiramiy. you have a 
better chance of moving finsl and fleeing. 

Don’t forget to use an offensive sjDcll before 
you go; deleruiine w'hieh units you can destroy 
(not merelv wound) with the spell, use it, and 
then (lee. 

HIT AND RUN YOUR WAY TO VICTORY 

/\ rehired liero aj^pears in the castle of your 
choosing, free to acc|uirc new spells and load 
up on troops. ’[liu,s, retreat can .serv'e an 


important hiclicol jjiiq^o.sc. in addition to sim- 
ple hero and artifact i^resen’ation. Attack a 
]3ovveiful enemy force w ith two amiies. W^ith 
your lesser armv, gel their spelicaster to 
expend as much power as possible. .Attack fly- 
ing units, mi.ssilc units, and any powerful crea- 
tures vou can .slav. Relieal before you lose your 
hero; then, bring in the second anny and finish 
ofl your foe. Ibis lactic can onK' be supported 
by the resources aecumiilaled through e.x])an- 
sioii; it costs a lot in gold and troops, hot if >ou 
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"This isn't just a game, it's an 
exhilarating quest through time." 

— PCMulliMedio & fnlertainmenl 


Overall Rating 93% 

"It's like Civ 2 on steroids." 

"If you enjoyed Civilization 
even just a little bit, 

I think you'll love Destiny." 

PC MultiMedia & Entertainment 


Visit the interactive Magic Web site at 
www.imagicgames.com iot more information on a Destiny 
Contest where you can win $5,000 in cash! 


"New features like local governors, enhanced 
graphics and more control over resources 
make Destiny a must have." 

— Mark Tisdale, Destiny Scholar 

"The amount of detail in the Discoveries is 
amazing; everything from primitive carving 
and secret elections to nuclear engines and 
satellite tracking." —JimPedmd, Destiny Tutor 


The Destiny Academy is up and running 
on the 1-Magic Web site! The Destiny 
Academy was created by and for gamers. It 
is a special place on the 1-Magic Web site 
where gamers share hints, tips and ideas 
about Destiny. Visit the Destiny Academy at 
www.imagicgames.com for daily hints and 
tips on game piay and to leave messages! 


"What has impressed me the most about 
Destiny is the exceptional support of the 
product. The responsiveness of the develop- 
ment and support team is remarkable." 

— Bob Viener, Destiny Tutor 


P.O. Box 1 3 4 9 1 • Research Triangle Park 
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HEROES II STRATEGY 



enemy's spell- 
depleted iiiicl 
battered 
forces. 

Destroy them 
and collect a 
licft}' amount 
of e\perience 
and, possibly, 
artifacts. Ifihc 
enemy's army 
splits up, the 
hero won't 
ha\e gotten 
far and you 
can probabl)' 
attack both 
enemy forces 
in the same 
da\'. Attack 


decimate your foe, your ami\- will stand 
alone on the field to press fonvard and 
seize more holdings. 

BAIT AND TRAP ENEMY HEROES 

Heroes garrisoning a castle or town 
arc not allowed to retreat (although the)’ 
can surrender). In defense, a hero might 
wnnt to surrender a castle and live to 
fight another day, rather than get caught 
in a death trap. On offense, this tactic 
suggests another forced attrition tactic. 

I A;t's assume an enemy hero, well experi- 
enced and probably laden with artifacts, 
has a powerful ami)’ near one of your 
castles; if you are sure of victor)', but 
equally sure that if) ou attack, the hero 
will flee, then ) on ma)’ use the castle as 
both bait and trap. I3u)’ all the units in the 
castle and lightl)’ garrison it. 'ITien, move 
yoiii' amiy aw'ay, but stay close enough to 
attack die next da)'. In all likelihood, the 
enemy will sense the w eakness of the 
casdc forces and strike. 'Ihis is a battle 
)ou expect to lose, but inflict as much 
damage as possible in the defense, and 
force the enemy hero to expend as much 
magic as possible. I le w'ill then take con- 
tml of Ihe castle and either leave a garri- 
son and move on w ith a \astlv divided 
force, or stay to defend the castle. 

If the cnem)’’s entire amiy stays to 
defend the castle, they can’t retreat. 

Move in with )'our amiy and attack the 


the hero first, and hepe that the division 
of forces has weakened him enough for 
a c|i lick kill before he escapes (use pow- 
erful area-effect magic and fast, flying, or 
missile units). Iwcn ifhee.scapes, you’ve 
expelled him from )our territory, enrshed 
his amiy, and suckcred him into wasting 
2,500 gold. 

Continue these tactics long enough to 
amass a reserve force while whittling 
away at your opponent’s aniiies and gold, 
and ) ou'll soon be read)' to deliver the 
final strike into the enemv’s heartland. 
With enough might and magic at your 
dis|K)sal, the crown will soon be yours. % 



► HOLY ARTIFACTS. BATMAN! Early scouting is good 
because your hero may accumulate artifacts and 


experience while unveiling new territory. Bonuses 
from artifacts enhance Ihe performance and surviv- 
ability of the hero’s armies, making each purchased 
unit more effective. 



BAIT AND TRAP To lurB an enemy hero, recruit all your castie's troops, 


then march them aw^ with a strong hero and leave a small garrison 
behind to entice the enemy. Inflict a few casualties as he takes your 
castle, then kill him and tele back the castie with your strong hero. 
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Digging, 



chewing, 


shedding. 




and drooling. 



Not included. 




Now there’s a breed of dog that 
I vrrttm//t| can't be anifthing but 
' the perfect pet. These fun hounds 
grow from puppies to adults. And 
as theij do, all three of them learn more 
and get better at doing their tricks. You 
can even take ijoiir f\-9 Companion' to vivid 
3-D places like the beach. Hot dog! Call 
toll-free 1-888-992-5433 or visit the 
software retailer nearest Ljou. Our web site 
is at www.fujifsu-interactive.com 
qO Go fetch it soon. 
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RedAI 

The Soviets Strike Back 


by Martin E. Cirulis 

S opii tlioii”li( tliat 
mastering Allied 
strategics from 
WWlKsonldgivc 
you an ace ill 
Warfare lOlhcrcafthe CD! 
Academy? Well lliink again, you 
misbcgollen biincli of second li n lie 
wannabe’s. I>ook out the window and tell me 
what \t)U see on the parade ground-that's right, 
lankslAnd lols of them! Do voii recall seeing 
any heavy annor on your side during vour Allied 
simulation.s? No, because there wasn’t any. Ihg 
sur]rri.se, kids.'l lie entire backbone of ioda\’'s 


GDI heavy armor— the only real big advantage 
we’ve got over those lillle NOD weasels — is all 
based on Soviet designs and tactics; an idea you 
better gel real familiar witli. real fast, if you want 
to pass this course. So listen to a few tips fmm 
this ol’ relic from the Soviet Whr and then trv 
and apply them in the sims. Wdio knows, maybe 
if anv of this sticks, you’ll get to see the ghost ol 
that cr.izv bastaal Stalin come out of the grave 


to .scream at you for not being born early 
enough to win his war for him. 

General Tactics 

Since Soviet weapon systems are mainly 
ba.sed on billing fast, hard, and often; Soviet 
tactical doclrine, especially on offense, lends to 
lack subtlety. Which is not to .say it isn't terriiy'- 
inglv effective in the right hands. Ambushes 


UNIT BRIEFING 



AP Minelayer: Sincemost 
Soviet tactical res])oiises fixiite on 
offense, the anti-personnel 
minelayer is of very limited use, 
and should only be employed if 
there is an avenue of attack to 
your base that you wish sealed 
against infantry nishes. Rv'en 
then, history shows the money is 
usually best spent elsewhere. 

Attack Dogsi'lhese 
canine wonders are an incredibly 
cost effective way to dev'astate 
Allied troops, as long as you use 
tl lem sensibly. As tl icy are 
extrcmeiyvrilncrable,you can 
only have them msh into a fire- 
fight once all the cnem)' units 
have selected targets. Tlicn, as 
the riflemen and rocket troops 
bhizcaw'ay at more durable targets, send in your dogs to rip out the 
throats of a half dozen troops in as many .sccoikIs. /Vs for defending your 
base, keep a handful of them on guard status near am thing important, 
or in spaces laige enough for chinooks io land or APCs to sneak in. 

Flame Troops: 'Ihe-sc expensive, high-tech terror soldiers are 


more trouble than they’re 
worth. If you expect high 
concentrations of enemy 
infantry along a certain 
route, then po.st one or 
two flame units ahead of 
your force. In general, 
though, they are too dan- 
gerous to your own troops 
to employ in a larger 
force, and far too vulnera- 
ble to Allied mobile 
artiileiy' to participate in 
assaults on their own. 
Gpenadieps: ihe 

onlv drawback to tlicse 
trcmiK Ls that tlie)’ tend to 
c\|rlodewhen they die — so 
don’t bunch them up, '^flreir 
main job sliould to exlemii- 
nale/Mliecl rocketeers lx;fore tliey get the chance to iiamr your amior. 

HBavy Tank: Tire backbone of the red dream of conquest, 
the.se tanks alone arc superior to anything the /Mlies can field, due to 
the fact that ihcv' cany' two main cannons. Ajjart from their use in tire 
dreaded 'limk Rush, in pairs they arc ideal for scouting or guarding ore 


COIN' DOWN The Soviet Yaks are especially vulnerable to even the slightest 

I defenses. To get the most out of them before they go down, mass them in 
groups of three to four and target infantry and rocketeers. 
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S, T8PS RED ALERT 


■ SHORE LEAVE To neirtralize the Allies' potent naval assets, position V2 launch- 
eis near the shore. With their good range and damage, they will prevent all but 
the heaviest cruisers from unloading their devastating shells. 


and inisdircction on liic ])art of a So\iel coni- 
niandcr arc usualh' a waste of time wlicn com- 
pared to the benefits gained with a quick, direct 
assault. Russian forces contain the two heaviest 
pieces of annor on the battlefield, and in large 
numbers, their punch can devastate even the 
most intricatcK’-laicI Allied defenses, a.s loiig as 


the speed of the 
thiust can be main- 
tained. 'Ihe dread- 
ed Soviel’lank 
Rush is as simple as 
it is clcadl)', ]3rovid- 
ed you can balance 
numbers needed 
versus time spent 
building; the latter 
of which gives your 
opponent time to 
l}uild lip gieater 
defenses. In gener- 
al, Sos’ict base 

' commanders 

should make the war factor}’ a priority in their 
initial construction goals and begin churning 
out heavy tanks as c|uicklv' as possible, making 
ev'Cty third or fourth vehicle a \'2 launclier for 
fire support. 

On defense, the Soviets are not as w ell off as 
you w ould think. ‘ lliough the tesla coil is a ter- 


rifying weapon, it is relatively fragile and, if lefl 
imsii[)portcd, can be easily ovcnvhclmcd b)' 
Allied artillcty and light annor strikes. 'Hiey are 
also completely v\ilner<!ble to elupper attacks. 
Successful base defen.se is an expensive 
prospect for the Russians, as it means multiple 
te.sla coils surroimded byextcusiv'c S/\iV] sights 
with ov'crlapping fields of fire— at least three 


TELL IT TO TESLA The Soviets, despite 
having the very cool tesla coils, are at a 
disadvantage in base defense. To comple- 
ment the testa coil defense, set up SAM 
sites near them, and position \/2 vehicles 
nearby as well, for good measure. 






trucks in dangerous terrifoty, and a few should be scattered around 
vour base perimeter for added defense, or as a tactical reserve, .should 
anvtbing happen to go wTong. 

Hind Helicopter: Again, another w capon system dedicated to 
the Soviet obsession with the anti-personnel role, blinds are verv’ 
expensive for their relativelv limited uses. If you must use them, 
emplov’ tliem in ship-harassment and rocketeer-neutralization roles. 

Wlaminoth Tank: T he most familiar weapon system to GDI 
students, thi,s monster takes on an even more vital role in Soviet mis- 
sions due to its anti-aircraft missiles, which provide tlie only mobile 
air-defense in the entire Soviet arsenal. If possible, any 'lank Rush or 
amphibious assault should include at least three Mammotiis. 
employed in close formation in order to concentrate their anti-air and 
anti-personnel assets, and to serv'e as a lure for Allied firepower while 
the heavy tanks mop up. 'Ibcy should also be used to immediately 
destroy the Allied shroud, even at ihe expense of defensive fire. Soviet 
bases should hold at least one .Mammoth in reserve. 

MIG Ground Attack Aircraft: While siiglitly less vulnera- 
ble to anti-aircraft fire, these jets can be useful if you iiave the inoncv’ 
to employ them in grouirs of three or more. Even against heavier 
Allied base defenses, the)' arc swift enough to take out A.*\ guns in cru- 
cial positions while onlv losing one of their own. After neutralizing 
;\llied air defenses, your MiCs should give priority to destroying heli- 
pads. MiGs are especially useful for striking .Allied ships and for hunt- 
ing down ore trucks. 


Submarines: Your single naval units, tliey serve only to deprive 
the Allies of their vnunted nawil assets. Use their long-range tor])edoes 
to cut up enemy destroyers and gunboats before they can close to 
depth charge range. Avoid engagements close to enemy bases, as vari- 
ous shore guns can damage your sub vvhile it is surfaced, 'lo maximize 
their effectiveness, submarines should be deployed in muilipie wolf- 
packs of three subs each. 

V2-Launcher : Tliese missile launchers are slow, have long 
reload times, and arc extremely vulnerable to any /Xllied unit which 
gets in range. Despite this, it is your only artillciy piece and its exlreme- 
1)' long range means it will serv'e you invaluably in multiijlc roles, 
[■bremost, it is a defense cracker. Before your tanks roll in. at least four 
V2s should demolish tlic tuiTcts and pillboxes in the assault jjath. Its 
second most important role is as a shore battery; a few \^s positioned 
along vailnerablc shore areas can discourage bombardments from all 
blit the heaviest cniisers. \2s should also back up tesla coils, and be set 
up to interdict valuable ore fields. Because of their vulnerability, the)’ 
should alvva}’s travel with amior, and should be escorted by at least two 
grenadiers at all times to guard against infantrv' attacks. 

Yak Ground Attack Aircraft: 'llicYakisusefnlonlyin 
tire field, as even minimal Allied air defenses can ravage a flight of 
Aaks in second, s. Employ Aaks in attack groups of two or three, to break 
up infantry groups in the field and to harass any Allied formations that 
sit still for even a moment. /Uvvavs be sure to target rocket troops for 
immediate destruction. 
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garnet more 'bf a standaird^^arer.' 

World, UK / Five Stars^ /- 


<I{ ytfu areW all looking forsom&smait. reaMiniajga'mitig; 
touch down on Yavaun and pick a sTcte." ^ \ ,, 


-CoMPuren Gaming Worw, US/Foun Stars 


"War Wind will please real-time strategy gamers to no end. 

-Happy Puppy 


"War Wind belongs to a holy place set aside for those 
once-in-a-blue-moon games that utterly redefine 
what players expect." 

-CoMPUTBR Gaming World, UK/ Five Stars 
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I The Great Tank Debate 

The Soviet Tank Rush is 
so devastating a tactic that 
there is much debate 
amongst Red Alert players 
whether it represents a 
severe imbalance in the 
game design, especially In 
multiplayer mode. While 
die-hard students of base 
defense, myself included, 
stridently claim that there 
is no thrust that cannot be 
deflected by careful base 
construction— which 
makes the path to your 
construction yard a path of 
quick and certain death— 
there is little doubt that the 
I Tank Rush is a problem for the Allies, and a near-sure bet for the Soviets. Russian com- 
I manders in multiplayer games should try and put together an armor assault as quickly as 
I possible, before their Allied opponents have time to sufficiently defend themselves. Then 
I drive for the construction yard, so that even if the assault fails to eradicate your opponent, 
I it will at least cripple them. 


. RED AND BLUE DEATH The Soviets have an enormous 
advantage with their heavy and Mammoth tanks. In fact, 
rushing the enemy with a massive force of these tanks is 
usually enough to waste to even the toughest of bases. 


per coil. 'Hiis line of cleatli should be support- 
ed b\' a few’ .scattered \'2s in order to Ijreak ii|) 
/Mlied infanlrs’ making sacrifice plass, Tlic 
Soviet commander’s second-best friend is 
concrete. Concrete walls arc crucial for pio- 
Iccling tesla coils and power plants from direct 
assault, and slionld be used liberally. 


Wdiile Soviet armor niies the land, their 
c-vtreme \iilncrabilil\- to air- and sea-based 
attacks make long campaigns difficult and 
dangerous. Tlie Russians have the edge iii 
striking power from the air, but are desperately 
short on air defense themselves, lacking any 
sort of mobile anti-air assets except the rocket 


laiinehers on Ihe vciy' expensive Maniniolh. 
Tlie on!v real counter to this problem is to 
gather vour strike force under your S.-ViVl 
umbrella and then move fast and often wlien 
it is time to attack. Lxmgbows are deaclK; but 
require a near-sialionar\' target to do their 
worst damage, 

1 ,ong-range bombardments from the sea 
are the bane of any Soviet base, and so it is 
very imporlaiil to neutralize Allied naval a.sset.s 
as quickly and efficiently as possible, before 
llicv become a threat. Just tw o cruisers can 
take out a construction v’ard in a few seconds, 
all tlie while .slaying safely out of coil range, /\ 
combination of sub vvolfpacks to handle 
destroj ers, and a ])air of Minds to harass and 
liunl gunboats and cruisers, is the most pain- 
less w ii)' lo keep }’our sliores safe for tlie 
greater glorv’ of Stalin. 

STUDY HALL 

’ [ his primer should be enough to get ) ou 
hamsters thmugh Ihe Soviet portion iif the 
tactical liisloiy cx;im. I haven’t bothered cov- 
ering free assets .such as the spy plane and llie 
Badger bomlier, but their uses arc obvious 
enough for ev'cn a cadet to grasj). So take what 
v ou’ve learned and emplov- it in the Ih-'.O 
Allkt simulator. ,-\nd remember, if it takes a 
few tries to get it right, just be mindful of the 
fact that you have it easier than your Soviet 
couuleiparts. They had to get it right the first 
time, or else face a .45-caliher demotion from 
Stalin himself, *6 



► TAKE n TO 'EM A Soviet commander shouldn't waste his time on 
subtle maneuvers and ambushes. Direct firepower often pays big- 
ger dividends, especially when a rush of heavy tanks and V2 
launchers is used in fast and furious offensives. 







WELCOME fO ^^^LOME. AmOHA 


AND FAILING. 


Something has gone terribly yT ‘ V " 
wrong in Cyclone. You’ve come , 
here to meet your friends only to ‘ • 

find evei7one gone. 

It’s just you, a dying desert 

town, and the eerie feeling you’re being watched. Soon, 
a frightening tale of murder, accidental death and Indian 
lore begins to unfold. A dark, complex mystery that only 
you can unravel. 

Hey, no pressure. If you fail, your friends die. 


^ \ Developed by the award-winning 

team that brought you the original 
^ Shivers, Harvest of Souls"'' takes 
the suspense to the next level: 

• Infinite replayability with 
three completely different endings. 

• Pulsing musical score that’s integral to the game. 

• Quick mapping feature lets you jump imtantly to any 
place in town without back tracking. 

So come to C'yclone. You’ll find it’s a lot easier to get 
here than it is to leave. 


Vism360^^ - Panoramic views, aid^me] 


van to scan the scene in any direction. 
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Tomb Raider 


Ace the Caves of Peru on Your Way to 
Retrieving the Legendary Scion 


by Thierry Nguyen 

clconif to joncsii)!! 
Archaeology 101. 1 Icrc, 
you'll learn, in detail, how 
to [)a.s.s through the CiU'es 
of Peni with all rocks o\ er- 
tumed and all sccrct-s 
revealed. I hope that skills 
learned here will help you 
in the later levels of ToMIt ll-viDKii 


In this bridge room, shoot the wolves lurking on the platform below before 
proceeding. Then, for a shortcut, rather than running in a tong arc from the 
left and onto the bridge, just drop down into the valley, take a running 
jump’n’grab onto the bridge, and climb up. 


CAVE EXPLORIN' 

After shooting a [sack of wolves in the open- 
ing cut-sccnc, enter the ca\'c,s. Run forward, and 
you will come to a hall lined with dart shooters. 
I'lither proceed slowly down the hall, being care- 
ful to asoid the darts, or simpk make a am for it. 
as \ our speed .should enable you to clear the 


.shooters without tmublc. 

/\ftcr the dart guns, you' 
be near a ledge 
(towards which 
[.ara will automatically throw a glance); ignore it 
for now', and continue on fonwird. 

Soon )'Ou1l see a niom. which is located on 
another ledge aerrrss from a rock formation 
near l.,iira. ' 1 his ledge is too high to reach, ,so 
climb up the rock fonua- 
tion, jump acro.s.s, and then 
grab onto the ledge. Once 
inside the room, you’ll dis- 
cover the first .secret: a 
medikit. 

Now go back to the first 
ledge (that I ;ira looked at 
earlier), just use “action” to 
climb up, and at the top, 
get your guns ready. 
Advance forward and gun 
down the three bats that 
await. .After killing the three 
bats, put your guns away 
and head left to the dead- 
end. Directly above the 
dead-end is another 
ledge, inch as clo.se to 
the comer as po.ssiblc, 
and then use the action 
key. You .should be able 
to vault up to the top of 
the ledge (be sure to 
view the edge stniight, not at an angle). At 
the top of this second .secret area, kill the bat 
and pick up another medikit. 

Now go back dow'ir, and continue the way 
vou w ere originally heading, 'lake a left turn 
and continue on to a large, gra.s.s-cn\ ered 
area. Make s our w ay down to the bottom. 


and flip the switch to open the door there, 
w'herc anolher bat awaits. 

BRIDGE HOPPING 

'llicbambrxj doorjou see next may look 
tempting, but \our destination is the hole in the 
roof. Climb np into it, and go into a large room 
containing two bridges and a platfonn. 'Ihere 
are two woh'es near the iilatfonn. You should be 
able to take them by surijrise and shoot them 
from your vantage point on the platfonn. mini- 
mi/.iiig the danger. After killing the wolves, you 
have one of two choices: 'lake the slow', easy wa\’ 
and sinipK' w'ork your way around the |ilatfonn 
and bridges to the doorway on the other side; or, 
take a faster, but slightlv harder, route. In.stead of 
walking acro.ss the platfonn and bridges, try 
jum))ing down onto the lower level, and atnning 
to where the second bridge is. ' I here should be a 


WHAT'S UP CROFT? Though it’s a bit hard to 
see, this fii^t secret area is accessible using 
the nearby rock formation for a boost to grab 
onto the ledge. 




“The Apocalypse 3D is 
brilliant" 

-PC Format, Dec ‘96 

“Apocalypse 3D from 
VideoLogic really sets 
the standard.” 

-PC Advisor, Feb ‘97 

“An awesome card.” 
-PC Home, Jan ‘97 

“...Apocalypse 3D is 
the most powerful, 
affordable and down- 
right desirable 3D 
games technology...” 
-CCW, Jan ‘97m) 


“The VideoLogic 
Apocalypse 3D will 
revolutionize your 
games playing." 

-PC Answers, Jan ‘97 

“Apocalypse 3D delivers 
incredible 3D performance." 
-Boot Mar ‘97 

“★★★★★" 

-Computer Life, 

Mar ‘97m 
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•With awesome 3D teohnology-PowerVE, 
Apocalypse 3D brings a world o±' aroade- 
level peri'oimance to your PC. 

• pull Z-^bui’t’ering, texture filtering, biasing 
polygon performnce, real-time shado.vs, on- 
chip hidden surface removal, li ght volumes, 
transparency, foggily - at SOOxFOO and beyond. 

• 4 HB dedicated Texture Memory. 

•Compatible with all Direct 5D & Bo.verVR games. 

USA UK Germany 
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small raised area near the second bridge. 
'In cut down on lime and dislancc, gel 
onto (his small area and, with Ihc action 
key held down, jni n|) onto one side of (he 
bridge, and then climb up and mn the 
rest of the way (this maneuver— jumping 
and then grabbing onto something— is 
called the “jump’n'grab"). 


THAT AIN'T YOGI BEAR DOWN 
THERE... 

Now vou'll be in a room with a 
chasm in the middle, l^ither than sim- 
])ly jump across the gap and mo\ c on, 
lake a small pit stop. Mrst, get as close to 
the edge of the gap as pos,sible and, with 
guns armed, look dow'u. 'llicre is a nasty 
bear wandering about below, and il 
would be in \our best interest to snipe 
him from abov e. 

If you tlicn decide to dc.sccnd into the 
chasm, be sure to execute a safet)' drop, 
since a Rill drop will hurl you. Wdien you 
lonch dowo on the ground, get up, ami 
your guns, and proceed into the door- 
way. 'I w o bats will appear and annoy you: 
shoot tiiem down. After killing the bats, 
follow' the corridor and \ ou will find a 
medikit tucked into an alcove, as w'cll as 
a floor plate that opens a secret door that 
leads back to the rtxan with the bridges. 

Co back to the room with (he chasm 
in the middle and jump across the 
chasm. Wdien you see a staircase, go 
(low'll, but have your guns ready, 'llierc 
will be two woKes waiting to allack, .so 
be prepared. After taking care of the 
two w olves, you .should see two large 
platforms with a small platfomi in 
between. 'Hie .switch on the first large 
[rlatform activates the door on Ihc 
olher large plalform. 

Ignore the switch and door for now. 
and make your w av to the platfomi 
where the door is. 'lb get there, jump 
onto the .small platform between the 
two larger ones, and Ihcn jump'n’grab 
ihe platform lhat holds the door. 

Once onto this platfomi, start w alking 
to the left. Walk all Ihc way to Ihc tiny 
plank that juts out from the platfomi. 

I xiok carcRilK; and you’ll sec that there 



DART AWAY You can either keep running ahead and 
watch the darts shoot out of the waits in your wake, 
or you can inch forward slowly and trigger the darts 
before each move, 


LARA'S LONG JUMP This gap in the room leads to 
a secret area with a medikit, but you need to take 
out the bear from your sniping point before you 
descend below. 



IN THE JUNGLE The third secret area is cleverly hid- 
den behind the foliage. A simple jump’n’grab will get 
you there. 


is another platfomi and doorway cleverly 
iiidden in the vegcTalion. Jump onlo the 
hidden iilalforin, and w'alkinto this Iasi 
secret area (o find aiiolhcr medikil. 

JUST FLIP THE SWITCH... 

Oka\'. back to the door on the large 
platform. Simply fli]) the .swilcii and open 
the door. F-as}' enougli, right? 'I here is 
one slight problem, however: Its a limed 
door, 'lb lime your jumps and get lo llie 
door, use the small platfomi as a boost, 
jump onto the small platfomi and then 
do a jump’n’grab onto the platfomi 
where the door is. 'Ihis should enable \'ou 
to reach ihc door in time. 

Beyond Ihe door is a large staircase. 
Don't take a IcLsurcly w alk lo admire the 
architecTure; keep on miming. 'Ihis stair- 
case is lined up with dart launchers, and 
only by miming will you avoid them ail. 
Also, get your guns read)’, as a lone wolf 
lurks about at the lop of the stairs, 'hiking 
him out should be relatively ea.sy, as the 
element of siiqirise will be on sour side. 

Okav. it's almost over at last. Now. walk 
to those fuiinv-looking tiles on the floor, 
and let them break under you. I lowever, 
do not drop down to the nearby lialKvay 
yet; (here arc more dart launchers down 
there, instead, go along the passage 
vou’re eurreiillv in until reaching a gap. 
jump or jump’iTgrab across the ga]). and 
walk on. 

Get your guns ready, as the last wolf 
will be bearing down on you near the 
medikit at the passagewavA end. I’ick up 
the medikit. go into the small room, and 
flip the .switch there. Once you flip the 
switch, execute a safeh' drop from a 
nearby ledge, lo bypass the dart launch- 
ers. Walk into the open doors, and finisli 
the level. 

DOWN INTO THE DEPTHS 

lliis level .should get you acquainted 
w ith .some of the neecs.sar)' .skills a good 
'ibmb Ihiidcr needs to suix'ivc and pros- 
per. It's a tough virtual world, so he care- 
ful out there, espeeiallv in St. k'nmeis’ 
Follvand Nalla’s Mine,s. But, he persts- 
Icnt, and the Scion will be vour.s. % 





"GatneWizards' interactive 
strategy guides give you the 
secrets of the game like no 
printed strategy guide can!" 

Computer Player Magazine 


The Ultimate way to 
conquer your favorite 
games. 

Watch actual segments 
of the game in full 
motion video. 

let game experts lead 


Rachel More, 
one of our 
fabulous Game 
Wizards! 


Ititcr^cttvc SirMcsM 0v<it)cs" 

Run to your nearest retailer, or call 800-229-2714 
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The Great Cornholio Squares Off with Brave Sir Robin 

by Dave Salvator 


tliink Ihc fii-st g;inic 1 ever Inicked into r ; j^wirk with tlic copy tliere. 


| w;is Maki^HOM, a Mac-biisccI 

/Xs'lKROlDS kiiock-off. Using KesKciit, I 
sw apped in a biincli of sounds from dif- 
ferent mo\ies, cartoon characters, and 
tlic like. Surprising!)’, changing just the 
sounds really changed the overall feel of 
the game, especially since the original 
sounds took themselves a i)it too seriously, 

Ql lAKI'.s engine, with its modular design, 
uses PAK files to store all resources: character 
models, level map.s, and sounds. If you look in 
your\QUAKE\lDl subdirecloi’)', you'll sec 
PAKO.PAK if you’ve got the sharcw'arc version, 
and also PAKl.PAKifyou’vc got the full retail 
version. Sites like Stomped and Blues New's 
have uploads from Quake-heads all ‘round the 
Web, including new-’ sets of sounds, new mod- 
els, and es’cn new levels. /\!nong the possible 
hacks, tweaking sounds is prett)’ much the easi- 
est, but first you've got to back the PAK. 

'Ihere arc several utilities useful for dicing 



into Qd.AKTVs PAK files, but Anthony Barrall’s 
Windows-based Wini)ack is the easiest (lugure 
1). )u.st make sure you work on a co/;)' of your 
original PAK file, and ml the PAK file itself 
Copy the PAK file into a scratch directon' and 


Winpack unpacks PAK files into 
! a director)' tree stnicture, with a 
subdirector)’ for maps, sounds, 
graphics, and characters. Lhidcr 
Sound, there are subdircctorias for 
each of the monsters, level items, 
wea])ons, and player sounds 
(Ingure 2), ’^Ihc unpacked sounds 
ait Wh\e files, so ) ou can easil)' 
audition and modih'lhcm in 
\Vhu1ov\s. livpcrienced Qu.\Ki: 
pla)’ers will know' by listening to tbe.se .sounds 
where they occur in the game, and the original 
file names are prett)' straightforward, like 
painl.wav, or death2.w'av, \\dien in doubt, guess. 

Ybu’re also going to want a decent wave file 
editor, because Win 95’s Sound Recorder just 
doe.sn't cut it, 'ibur sound card’s bundled wave 
editor will probably do. for more .serious edit- 
ing check out CoolEdit 95, a shareware editor 
that’s easy to use and has .some cool effects. 

Now the fun begins: putting your own 
acoustic flare into Qi.tXKt';. FAcnt-tlris’en and 
ambient sounds set much of the mood of any 
game. Wlio can forget the infamous "’Ihrce 
Stoogc,s” Doom W^/\D? You can either add 
sounds from your ow'U librar)', <jr comb the 
Web, w'here there are a bajillion sound effects 
and clips from mo\'ies,'lV.show,s, and car- 
toons, My favorite is a collection of hilarious 
"Beavis and Butthead” sounds )’OU can down- 
load from Stomped (bnbdms3.zip). Unzip the 
file into a .scratch directory and edit the batch 
file so that the source and target directories 
match those on sour hard drive, 'ITicn, mn the 
batch file, which swaps in the new sounds, and 
finall)’ repack the tree (as described below'). 

if \'ou are using )’our own .sounds, bring 
them into your editor and make sure their rc.so- 
lution is coiTcct. QUAKl'] will only play llKflz, 



S-bit mono PCiVl wav e files. 

I find it’s fun to take QUAKli’s original sound 
and either add your sound to the end of it, or 
mi.\ your new' .sound in with it, though you can 
completel)' rejilace it just as easil)'. /\lso, keep 
sounds short; no longer than tw o or three sec- 
onds. Once )ou’rc finished, sa\e the wave file 
into )'our PAK directory' stmeture under the 
coned sound .subdirectory', asing the name of 
the w'ave file you w'ant to replace. Wdien 
prompted, select “vc.s” to overwrite the old file. 

After you’\ e added your embellishments, 
irse Wlnpaek to repack the directory' tree into a 
PAK file by selecting Build Py\K Next, rename 
your original PAKl.PyXKfilc to PAKl.ORC, 
copy the new' PAK file into the ID! subdirecto- 
ry, and rename it to P/VKl.PAK; now you’re all 
set. 1 f you W'ant to go back to Qt tAKids original 
.sounds, rename y our hacked PAK file, and 
rename PAKl.ORC to P/\K1.PAK. 

'Hint’s it. Simple, fun, and somew'bat surpris- 
ing for DeathMatches. Hack away. % 


Download Winpack at: 

www.stomped.coin/files.edittitml 
Download CoolEdit 95 at: 
www.halluclnet.com:80/cyberdeiifMIDL 
Hell/Edit_Conv/ 



“WeVe got to hand it to Spacetec - they've invented the... 

SpaceOrb"360: The Best, Most 
Gripping Way To Quake!” 


‘‘ ...the SpaceOrb 
was the first 
controller to 
come here that 
did not end up 
in the wall. 


“The SpaceOrb will make you 
SO good, everyone will hate you. ” 

- BRYAN DEL RIZZO, BOOT MAGAZINE 

“ ...the movement is so smooth, precise 
and intuitive. The SpaceOrb 360 is the 
best game controlier around for Descent 
and Quake.” -Zoodbaarh 




“...great stuff. It makes 
Circle Strafing a hreeze.” 

- NEXT GENERATION MAGAZINE 

“ ...the SpaceOrb 360 is an incredibiy 
intuitive conttoller ...the ONLY 
controlier for 3D games. ” - Matt Phears 


- American McGee 
ID SOFTWARE 


...my new SpaceOrb is incredibly SWEET. 
It blows my Wingman Extreme out of the 
water.” -Paul Adams 


...the motion is so fluid and real, I almost 
puked the first time I used it. ” 

-Alan Hunter 




SpaceOrb 360 
Recorded Demos at 
www.spaceorb.com 


“ ...it's amazing how easy it is to dance 
around my opponents effortlessly, while 
sending loads of buckshots their way. ” 

- Rich Armstrong 

“ Great Product! I can't play without it. ” 
-Brett Alexander 


<<...the most amazing 
control device 
ofanykind.>> 

- SJANTZ 


The SpaceOrb” 360 

The Weird-Looking Gizmo With A Ball 

Unique Six-Axis PowerSensor® Ball 
Technology Allows You To Strafe, Rotate, 
Freelook and Create Complex Moves 
On Any Axis - Imtantly! 


Available in the Weird-Looking Green Box at 
Major Computer and Game Retailers Everywhere. 

U247 



7\ DA/ E N TIJ R E 



YOU'VE BEEN ABDUCTED!!! Your assignment 
is to escape without alien detection, so play a game 
of "cat and mouse" and work your way through the 
maze of the alien space station, moon base (minUig 
colony) and three out stations. 

As you explore intricate environments and chal- 
lenging puzzles, you will encounter multiple 
routes with hundreds of variable story lines. Your 
mission is to decode the alien safeguards, take 
control of the alien space station, and find a way 
back to earth TO WARN THEM!!! 


Watching 


The SVdes. 


FIRST PERSON FULL 360“ POV 


HUNDREDS OF HIGH-RESOLUTION 3-D 
ENVIRONMENTS 


THOUSANDS OF DETAILED SPRITE ANIMATIONS 
OF ALIENS, ROBOTS AND HUMANOIDS 

HIGHLY COMPLEX FULL SCREEN PUZZLES 
BASED ON ALIEN TECHNOLOGIES 


NONLINEAR MULTITHREADED STORY LINE WITH 
MULTIPLE ENDINGS 


WINDOWS" 95 (PENTIUM) AND MACINTOSH CD-ROM 


SPECIAL REBATE OFFER 

WITH PURCHASE OF "THE ARRIVAL" AND 
"STARGATE" DR "TERMINATOR 2" HOME VIDEOS 


A R R 1 ^ 






Hake contact at : 

WWW,. L ive-entertainment.com 
or calL 1 800 760 6667 ^ 
... fora free demo . 
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Hinting Around 

Trapped in a Dungeon? bst in a Maze? Have No fear, Scorpia Is Here. 


0 here vve are, chilling out of 
winter into spring. Of course, this 
being tile magazine biz, \s'e do 
things \va\’ ahead of lime, and it’s 
reallyjanuari’ as I write this, .so 
spring is still a bit in the future. 
Somehow, it alwav's seems to get 
here .sooner than I prefer anway. 

Tlie Chri-slmas .sea.son was .somewhat di.s- 
appointing this \ ear. A number of produels 
made it to market, but little u as reallv note- 
worth)’. ’fliis was reflected in the mail I 
received. 13)’ far, the most inquiries came in 
about DAGGluti ALl. After that, interestingh’ 
enough, the questions were mainlv about 
older games, not neu’er ones, luther the new' 
games are reall)' ea.s)', or gamers are going 
back to the old classics. Came designers 
ought to take note of that. But enough philos- 
ophy— on to the mail! 

Daggerfall: 

Well, we have 
another update or 
tw’O here. First, in 
my original review, I 
said if you maved a 
primar)’ or major 
.skill at 100 percent, 
you would stop gaining levels. 'Ihen in the 
followup, I said this was an error, and \' 0 u 
could continue to gain levels with a skill at 
100 percent. It now turns out that 1 was both 
right and wrong (this could only happen to 
me...). In the original, unpatched release, )'ou 
will stop gaining levels w’hcn a skill hits 100 
percent. I-lo\se\’er. that \s’as changed with the 
ver)' first patch, \s’hich remo\ ed the 100 per- 
cent-level cap. 

Speaking of patches, the most recent one 
has put in some restrictions regarding guikls. It 




is no longer po.ssible to join cvetvihing in .sighl, 
especially temples. You w'ill have to be careful 
and more .selective about which organizations 
)’ou join HOW’. Finally, quite a few people are 
having trouble getting out of lYivatccr’s Mold. 
'Ihc exit is in the room with the bat. rat, and 
imp; it's the black alcove with .skull on one of 
the w’alls. Simply click on the alcove to leave 
(ihLs, by the w’a)’, is the standard exit from ail 
dungeons). 

Crusaders Of 
The Dark Savant: 

Some adventurers can’t quite get into the 
Biittkin Ruins. A bit of prep work is needed for 
this. For exiunple, you need the boasai tree 
from Murlcitos’ Inner Sanctum. 'Ihen vou 
have to find the right place to plant it (no ea.s)' 
task, eilhci ). After all that, s’on’ll be able to 
enterthe Ruins./\nd ifvou haven’t come 
acro.ss the Sanctum yet. vou need to pay a visit 
to the Ore custle. 

Eye Of The Beholder 11: 

It’s alvva)’s interesting to see how’ older games 
suddenly regain gamers' attention, tliiuiks to (he 
miracle of shov’clwarc. It's also interesting to 
note that the new' gamers tend to get stuck in 
the same places we did. ' I here must be some 
unwritten law of gaming at work here. Ainw-a)’, 
a popular obstacle in this game is the area with 
the fl(K)r plates and the somewhat misleading 
sign that sa)s. “Leav’c many things behind." 

1 fere’s a big hint: Do no/ ])ul something on 
ever)' plate. 'Ihis is a mistake which vou would 
hav e to X out and do again. 'N'uffsaid. 

The Pandora Directive: 

A number of gamers have asked me how to 
reach the Mission Street ending. Alas, in my 
two times through the game, I nev er made it 


there mvxelf. Ido 
know that, aside fn>m 
always being a good 
guv in the game, )ou 
have to go to the 
I'lamingowitlioiit 
Chelsce.lliis means 
handling the conver- 
sation at her a|}ai1nienl ver)’ carefullv; if vou do 
it wrong, you can end up at the club getting 
dmnk, which is not what you want. 

Wizardry Nemesis: 

,'\ lot of folks are 
hav’ing trouble with 
the jaw' traps on 
I largani Underworld 
I evel 3. 1 don’t blame 
them for being fius- 
Irated; this one isn't all 
that easv. ^ou need to 
have (he bone on the left side of the jaw’. 
roughly about one tootli in from the end. 

' I hen start clicking, but don’t click w’iidiv or 
)’ou’ll just put it in and take it out again. I /jt.s of 
patience and some timing will ev entuallv do 
the job (hviee, since (here are two traps to pass; 
but don’t worr)’. it’s only this one time, as there 
is iinother way out of I lere later). 

Ihal's it for this look into the mailbag. 

I lapp)’ adventuring! 

Reach Scorpia at: 

AOL; Scorpia’s Lair (keyword: scorpia) 

Internet: scorpia@aol.com 

U.S. Mail: (enclose a self-addressed, 

I stamped envelope if you live in the U.S.) 
j Scorpia, RO. Box 338 

I Grade Station 

I New York, NY 10028 








Action 



StrategWWargames 


Master Df Orinn 11 



A n exploding shi]) is ol'lcn Ihc best missile 
defense, particuhii K if son dnn’l li;i\ e iinii- 
inissile sliiclds. If fiicing ii nwssivc missiic 
alUick.you may wanl to target a less valiuil)le 
enemy ship to be sure that it will be destnned 
before tbe missiles move, thus wiping many of 
ibem out when it L^p!odes. 

.-\Ksa\s remember (o lake out ships with 
enemy leaders on them as early as possible. 




CyberGladiators 

E nter these codes at the fighter selection 
screen. Yon must pre.ss the button 
sequences fairly rapidly, just as you would 
when entering a .se(|uencc of buttons for a 
special move. If entered sticcessRilh; \ou will 
hear an explosir>n .sound. 

Unlimited Contirines: (for io)7<tick) Li 1.) 

U 1^ U I") MU ^ (on keyboard for player 
one)\VS\VS\VSAOA 
Disco Mode: (for jowtick) U D PK-SK; 


(on keylxrard for j)laycr one) W D )-l , 

Limb U)ss: (for i(i)'stick) U+I..I/ D D+R; 
(on kej'boaixl f(X player one) W'+ A \^' S 
S+D 

Hgbt as Shrapp; Highlight Psyclopps and 
enter I’K PP SK I’i^; (on ke\-board for plajer 
oiie))IM 

luglit as Carnigorc: iligblight Camigore 
and enter SK I^P PK; (on keyboard for jilayer 
one) 1. 1 ) 




since manv of their bonuses w ill apply to the 
entire fleet. 

Age of Saif 

I'brmostof the game, it can be vers'iiseln! lo 

In scenarifi 22, 

immediatelv refit a newly eonstrueted ship. If 

Ithe Aganiem- 

vour technology has progressed significantly 

non (a British 64- 

while the .ship w-as in coastniction— which is 

gunner), is up 

likcK’ to happen when building large shijjs dur- 

against five smaller 

ing the carlvaud mid games— you mav he able 

l''rench ships. '1 he 

lo add additional weapiiiis, ei tlireh' new sys- 

mismatch isn’t 

terns, and belter shields for minimal cost (three 

what you think: 

to fi\e turns). Also, this meaas that vou won't 

i ler Majesty’s ves- 

have to refit the ship again for some time, which 

sel has the edge, 

makes fleet organi/ation and maintenance cash 

since she can 

erand more efficient. 

hewer about 600 

If von are a democracy and cannot annihi- 

vard,soffa!id blast 

late conquered races, y on can get rid of them 

aw'ay with no 

l>v shipping them off to a world uhicli has 

return fire from 

alreadv reached its jwpiilalion maximum. '1 he 

lhe,\). Don’t In' 

colonist.s will lix'to land, fail, and die in the 

this \'crsus a 

almo.sphcrc. It’s a dirly trick, but who said 

luiinan admiral, 

democratic leaders were always ethical? 

though! 

cew 

APRIL1997 





Over The Reich 

I f youVf having lioiibic \\iiiniiig as Hic 
(Germans, lake Ihc I'ockc-W'iilf upgrade 
w hen it’s offered. l-’WIQO.s are best flown 



Inrning ability, 
hiring oppor- 
tunities won’t 
appear as 
often as with 
the .Me-i09, 

but the 
l'W190's dev- 
astating arma- 
ment will 
make the most 
of any that 
eome along. 
One good 
burst is usually 


enough lo cripple most Allied fighters, 

W'hcn jon’re first learning the game, don't 
overlook (he powerful dalaha,se.'l he ability to 
compare two aircraft's slalisties side h\',side is 
especially useful. 

Unless the enemy catches vou completelv 
hy suri)rise, you'll he given the chance 1( ) 
decide whether discretion really is the heller 
part of \’alor. While the choices vou make from 
long-range rceon are harclK- concliisise, keep 
your mi.ssiou ohjeclives in mind. As a rule, 
don’t go hunting for gloiy against enemv fight- 
er group.s; coirserve \ (nir pilots for the more 
lucrative homher groups. 




Sports 


NBA Live 97 



hecome On hire — meaning he’ll receive a 
temporary’ boost in skills. Wlien \ oirrecon- 
liolling a player who's become On lure, ihc 
eoiilrol circle w ill fade from the default color 
lo black and back again. .\n offensive plaver 
can turn On hire after sbooling consecutive 
baskets, and will receive a boost in his shoot- 



ing, jumping, and dunking .skills. A defensive 
pia\ er will get On lure after consecutive 
blocks and steals, and will receive a boost in 
those two abilities. 

By the wav, w hen von turn the hatigue 
option on. you can detennine your plavers’ 
current fatigue status by the color of the con- 
trol circle, 'I he darker the eoioi'. the more tired 
the player. 'ibis can help yon decide when to 
make substitutions. 

If you are using'l'im'l 'schimer's NBA I .\\V. 
97 editor (no/ approved by lv\ S]3orfe, but we 
love it: check out our NB.'\ LiM', 97 review 
elsewhere in this Lssue), its tough to properly 
rale older teams, such as the great Celtic 
.squads of the 1960s. A good nile of thumb is to 
•slighllv downgrade iJieir scoring capability, and 
increase their rebounding by S lo 10 percent. 
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ccw 






'i~tinsb4|ynTr{ Btnaa^nnaj 



Fireball your 
fl PC with Magic 


Then summon J| 
9| Serra Angels, 
Shivan 


Aswan Jaguars to 


completely annihilate it 


Assemble a killer deck in 

the Deck Builder. 


Duel the computer anytime. If you can handle it. 






NFORMATION 


irS AS EASY AS 1»2,3 


1 , Fill in yojr name and address and check ofl 

your answers to the seven research gieslions. 


2, Circle Ihe njmbers on the card lhal cotres[iord lo 

Ihe ads or arlicles you'd like more Inlormalion aboul. 


3. The literature will be mailed lo 
the advertiser tree of charge. 


CIRCLE FOR FREE INFORMATION 
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1. What Isthe highest level oleducallon that 

5. How ollen <la you usually buy compulei games? 

(Check one only) 

OI.DOnceaweek 


Name 










CGW 4/97-1 

02. □ Graduated 

IkJh Schoo 






1 












1 

03. □ Some College or Technical schoo 
04.0 Graduated College 


03. □ Once a month 

04. □ Once every two to three months 



Title 








Telephone 




05. □ Post Graduate school 



05.0 Once every four to 

six months 
















. . 



. 



year 

















1 

‘■(Clwckalllhat'apij^)' 

01.0 IBM compatible (Intel s 

andard) 


6. 

Where ar 
Check all 

ES 

utehaseg 

ames? 


Company Name 
















01. □ Independent computer store 04. □ C 



1 . 













03.0 Amiga 




02. □ Consumer electron 















1 


3. II Intel, wti3t level? (Check one only| 

Ol.OPowerPC 

02. □Pentium (5861 

03.0 486 

04.0386 


7. What Is your (and other: in hi 
olgame? (Check one in each > 


15.028 


Site, 

03. Rote Playing 


04. B 


nTeas 


4. Do you own (or plan lo buy in neil 6 monlht) 
a CD-ROM? (Check one only) 

(ll.OOvffl 

02. [j Plan to buy (6 months) 


05. Card 

06 . spon 

07. Action/Arcade 
06. Educational 
09. Adventure 


4. □ Please send me a one-year (12-issue) subscription to Computer Gaming World tor S27. 94 
(U.S. price): all other countries add SI 6.00 tor additional postage. 


In a Hurry? Fax This Card To: 609'829’0692 
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358 

20thCtrturv'F(KHcmeEntertainnxnt 

Die Hard 

265 

20tliC)MihiiyFa<llonieErTleitahiiiKiit 

Independence Da)' 

120 

7tli Level. Inc, 

C-Nome 

11)1 

7th Level, Inc. 

lleiicops 

248 

.•\ccess Software, Inc. 

LinbLS 

290 

Accolade 

JackNicklaus 

360 

■•^ccobde 

Test Drive 

190 

ACr l-alwraloiy Ltd. 

Eagle Max 

191 

.ACPLaboraloiyDd. 

PowerRamp Mite 

99 

Activision 

Dark Reign 

366 

.Activision 

Heavy Gear 

367 

/Vetivivion 

interstate 76 

356 

Aclivision 

Quake I-evels 

245 

/■\ctSoft.lnc. 

Mail Order Products 

352 

Advanced Gravis 

GamePad Pro 

163 

i\mcrican Softvvorks Corporation 

Ten Pin/MIcy 

48 

■AnyRiver iinlertainment 

AFork inthcTalc 


AT&T 

WorldNct Service 

106 

A'n Techiiolt^es 

PC&IV 

281 

Avalon Hill Game Company 

CaveWars 

169 

Avalon 1 lill Game Company 

History of die World 


Avon 

Rage of die Demon King 

S2 

Ba/ooka(S.AS) 

ComputerGroup 

389 

Bethesda Softvvorks 

X-Car 

174 

Blue Byte So^varc 

Settlers 2 Gold lixlitioii 

370 

Brodcririmd 

Tlie Last Express 

60 

Cl 1 Products 

Family Ad 

256 

Cliips & Bit. 

Board Games 

221 

Chips & Bits 

Budget Software 

353 

Chips & Bits 

Mail Order Adult 

97 

Chips & Bits 

Role Playing Games 

68 

Chips &• Bits 

vvww.cdmag.com/ciiips.html 

41 

Corel Casrporalion 

.Madison Jrro; 

233 

Earth Link 

^\rcna 

275 

Eido.s 

Conquest Isa rlh 

274 

F.ido.s 

Power FI 

6! 

Electronic Arts 

Need for Speed 

361 

empire Interactive Eiitertainmenl 

F1)iiig Corps 

182 

empire Interactive Entertauunenl 

Stars 

44 

Engage 

Lsiigage Games Online 

257 

Falcon-Northwest 

Falcon MACllV 

184 

Fujitsu Interactive 

K-9 Cyber Companion 

93 

Camcr’.sCold 

Mail Order Protiucts 


Catc-vva)’2000 

Faniil)’PC Multimedia S)stcr 

228 

Cr Intcraclive Software 

Balls of Stex’l 

282 

CTlnlemctive Software 

Blood 

365 

CT Interactive Software 

Shadow Warrior 

273 

CTl’ interactive Software 

Star Command 

363 

cr Interactive Software 

Tigcrshark 

229 

Gr Interactive Software 

XS 

382 

Hannan International 

/Vidici Equipment 


CGDC 

CG Developer’s Conference 


Intel Corp. 

MMXi’entium Processors 

170 

Interactive Magic 

Fallen Haven 

171 

Interactive Ma^c 

New'Destiii)' 

74 

Intergraph Computer S)stems 

Intense 3D 
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79 
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However, it still only takes 
one conference. 


Register for the Computer Game 
Developers’ Conference, 

April Z5-30, 1997, Silicon Valley 

Cranking out state-of-the-art games is becoming more compli- 
cated every day. Luckily, choosing the best place to gather inspira- 
tion, skills and tools is still a no-brainer. 

Whether your company has 200 people, or two people doing 
the work of 200, our conference could be your launching pad to 
creating the next mega-game. 

In our 200 beefed-up conference classes and tutorials, you'll 
learn from the masters how to design for sensational game play. 


Unleash blazing 3-D graphics. Add multi-player functionality. 
Produce screaming audio. Squeeze the most out of the Internet. 
Even conquer the cutthroat business of games in our new pro- 
grams on project management and marketing & distribution. 

At every turn, you’ll exchange tips and techniques with hotshot 
producers, programmers, product managers, writers, sound 
designers, artists and musicians who are pushing the outer limits 
of game technology. 

This thing sells 
out, so register today by phone at 1.800.441.8826, by e-mail at 
cgdc@mfi.com, or by visiting our web site. You’ll see, the more 
intense your games get, the more intense our conference gets. 


www.cgdc.com 


COMPUT R 
G ME 

DEVEL PERS 
CONFEREN E™ 


where killer games 
are born 
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ISl R&G GAMES H 

PO BOX 5008 Gtcndalc Hts. IL 60139 


We Buy 8i Sell New & Used IBM Games 

CaD fax or email request for prices before sending games 

CaU 1-800-S25-GAME Canada 630-980-9995 Fax 630-980-9996. 

Email rggamos@aol.com 

Vtore games in stock call for prices. 

•"Used Games*** 

Shivers CD 

$26 

7* Guest CD 

$19 Sient Thunder CD 

$27 

11* Hour CD 

$26 Sient Hunter CD 

$29 

AH640 Lon^wwCD 

$26 SpacoQuostCoDcctionCD 

$27 

Angd Devoid CD 

$21 SpycraftCD 

$27 

American Civ3 War CD 

$29 Star Control 3 CD 

$29 

Ago of Rrllcs CO 

$29 StrifaCO 

$26 

Caesar 2 CD 

$27 Torrin's Passage CD 

$24 

Command&Coflt^ CO 

$29 Under a King Moon CO 

$18 

Conquost of NewWortdCC 

$22 VR Soccer 96 CO 

$22 

Crusader No Regret CD 

$27 WagcsofWarCD 

$32 

Cnisadcr No Remorse CD 

$20 WarcraR2CD 

$29 

Cyberstorm CD 

$22 WamvindCD 

$32 

Dig CD 

$26 Wing Commander 4 CD 


Daggorfal CO 

$33 Woodruff aSchnibblB CD 

$24 

Dark Forces CD 

$28 **"New Games**** 


Deadlock CD 

$27 AttetMoCD 

$33 

Doom 2 CD 

$22 Battleship CD 

$39 

Eradicslor CD 

$29 Deadlock CD 

$37 

Exploi^ion CD 

$18 Diablo CD 

$42 

Fit Pg Sp Basebal 98 CD 

$22 F-22 Lightening 2 CD 

$40 

FulThfotlloCD 

$22 Final Doom CO 

$34 

Gene Wars CD 

$20 HcroosMight&M3gic2CD 

$39 

GrandPri<2CD 

$28 MAX. CD 

$39 

Heroes Might & Ma^ CD 

$22 Mcchwarrior 2 Mercenaries 

$39 

Lighlhouse CO 

$29 Nascar Racitg 2 CD 

$40 

McchwarTw2CD 

$26 NBALivo97CD 

$38 

Msslon Critical CD 

$18 Prtvalcc(2CD 

$42 

Mummy Tomb Pharoh CD 

$27 Road Rash CD 

$39 

MystCD 

$22 Steel Pimlhcre 2 CD 

$40 

NormaUyCD 

$28 Tmo Commando CD 

$37 

Partdora's Dircclive CD 

$29 Tomb Raider CD 

$39 

Quest for Glory Anthology 

$32 Trophy Bass 2 CO 

$39 

Free UPS Shipping with purchase of $75 or more 
Hours M-F 9am-9pm htlpV/mcmbcrs.aol.com/RG GAMES/indsx.html 
Viso/MCtOiscovcr/Am Express, Cashier Chock, Money Order Accepted 

Ad games must have ertglnal boias, CD's manuals (NO COPCS) in good 
condUon. wortdng. Scratch & virus free. Any unacceptable games ms be returned 

at your expense SS ups per box. Prices subject to change 8 avdabiljty. 




rrmn 

WEPAYCASH 
FOR USED GAMES 

To Sell Us Games or Make Inquiries Call; 

1 - 800 - 377-8578 

call for authorizDiion before shipping or 
FAX list for current quotes to 605-334-8766 

I include your return address & FAX no.) 

WE BUY & SELL USED GAMES 


GAMER'S GOLD/ PC GOID 

1008 IV. 41st Street, Sioux Falls, SD 57105 



S liire£hl|5flrrlor2/ " 

H/leth V!/qrriQr.j?^erc^ 
Megarote ’ 
Mortal Kombat 3 - 

Perfect General ^ 
Road Rash 

^ 'SMAWSKB 

t$37.95, Shiver's 
itronsf $24'.95i Silentiteel 
$38.95 'Spy Croft 
' jy3l9.9S> Star Ctofrol 3 
ierJ^6.9ii'' Steejiafttheri-' 

.. _ StOhekeep ^ ^ 

. $34,95 J Syndicate 2 . • ^ 
$26Jl^ Time Coftmoiuio 
,$31.95 v Worcrirftt* , 
j $37.95/ . Worcroft 2 Expansion 


^■6^l9ngboW'- 
AniiBof Dawn> 4 
ATF 

Battlov-Cruiror 1 .> 

^V^rluafsB^fty 

C&C: jCovert Open 
CiyijnoHoni i 
College Siom i 
Command 
Beddlotfe 
Me Hokerg 3p 
Dun^fl Mostm 2 
Foil . 
-Gianip2 i -' 


131.95 ) Fontosunes > <$34.95 

136.95/ Hot^ther / /$31.?5/ 

138.95^ Intlr^te Possibility " $38.5f5 

J Latex ) J /$36.95 


Bacchic Six Pack) 

PCTfp Deep^roat M 1 • 4 
Dirt0ebutan1es 6 pad 
» jrn NewH^chineADk. 

SumSix/otk '^|38.9f iiShlwatlK 
8 i«W Rorasoft Spk Moeg S29.95 j Ooioost 69 
mm' Roj5s«ft6 PmrJ .^38.9|/ Poi^fcp<*i 
Sexy Six Pock $38.95 Peeping Pete 

Seym^SixPa* J38.9W PorSJoker 
Ua.&<ummerrSix Potlr $36.95'^ c<,yTv u^H 
VtA Six Pack (Plug it in) $38.95 , 


Sorority House 
Sororitjr Sex KiUens 
Spaceoirens.2'^ 
Time Warp 
Vampire's Kiss/ 
Wrgms 1,2 orj 
Virtuaj^irectorj 
VirtWHGoldeitJYe 
Virfuat Los Vegas 2 


Crystal Font»iM 
Cyoerxiierience j 
Diriy^febutontds 2 

Drea^achin^ 
IN STOCK 

& DEALER'S USTINGS AVAILABLE 


CIRCLE READER SERVICE #245 




Role Playing Games 

CHIPS & BITS INC. i=gq =g=» 


800-699-4263 

POB 234 Dept 10866 Rochester, VT 05767 
Fax 802-767-3382 Int’l 802-767-3033 

Orders/Questlons: cbIsales@sover.net Customer Service: cbiserv@sover.net 




'ADVANCED 
DUNGEONS & 
DRAGONS 
GUIDE 
REVISED' The 
essential manu- 
al tor ail the 
information you 
need to create 
and run thrilling 
swords and sor- 
cery adventures 
is clearly laid 
out. $16 


I ‘MAGE THE 
ASCENSION' 

Nothing is as it 
seems. This book 
guides you 
through a world 
fined iwlh dark- 
ness. Stand with 
the Olhers vrho 
; twist our vrorid 
f within their mad- 
ness or be snared 
with Pride and 
Pov/er^ lure. $21 




YADMiStllS'ltis 
the 6th miennjum 
after Christ and the 
sloes are daikeritg. 
Humans reactied 
the stars long ago 
bidding an empire, 
then squandering it 
and hnally lost it 
Now. feudal lords 
nilev^ng for power 
with f^iatb priests 
and scheming 
Quids. $22 


■;STAIfc : 

WARJ* E 

ROlEPUriNQ GAME 


STAR WMtS' 
This n^l^ng 
game plimges you 
into the breakneck 
thrills and pulse- 
pounrEng excite- 
meik of the great- 
est space fantasy 
of ^ dme! face 
overwhelming 


challenges. May 
lire Force be with 
you. $21 





'TRAVELLER' 
Create a heroic 
character to adverv 
turethrout^nutlhe 
knmvn universe. 
You fighi for sur- 
vival in deep and 
hostile planets. 
Design new star- 
^toeiipiorelhe 
s&rs v'dile dGCOv- 
ering new life 
forms, and strange 
etRironnierfi. $24 




'WEREWOLF; 
THE APOCA- 
LYPSE" These are 
the final days, the 
signs are dear, 
Humanshavecor- 
lupled the Earth, 
killed the trees, 
" choked the dr, 
, poisoned the soi. 
. 7 There is no place 

ID hide, the end is 
upon us. V^t lo 
' play? $24 


'conspiracy x 

, in a world of 

] y ^ “* dark secrets, 

the only certain- 
r '-ii'"'- nothing is 
"3^ ' what It seems, 

; The president 

r>.. may not be 

[_ human. Thesign 

j '1 carrying para- 

k, ■■ noid on the street 

, ranting mind 


MAGIC THE 
GATHERING 
HOMELANDS' 

j Hidden away by a 


VS 


discovieiy of many 
people, cultures, 
and creatures in a 
realm of complex 


Corira^nsL- 

' tiianuwiMiioniwxna ttOl ttW ViWkl With 

their armies of 
cyborg assassins. 

£" Y-li ' i 1 ' ‘^1- 

V j, cyber-enhanced 

~ ■ .,A.V \ !■ 

^ • j You take it lo tlw 

ar- '» V .'i f fatal Edge where 
only the toughest 
‘ VJ'Si • ‘ codesl can 

go. $17 








'RIFTS' Nearly 
30 character 
classes, super- 
so'ence and high 
technology bion- 
ics, armor and 
weagrans, trans- 
forms the Earth 
v/here magic is 
realrtyand super- 
natural charac- 
ters from the rifts 
stalk human 
prey. $21 



1 


■ 


■ 


FANTASY RPG 

1 

FANTASY RPG 

1 

FANTASY RPG 

1 

HORROR RPG 

1 

SCI-FI RPG 

1 

SCI-FI RPG 

1 

SCI-FI RPG 

1 

VHS ANIME 1 


VD&D 2ND EDITION RULES 
D&D Core Rules S54 

.D&DSupolmntl Rules S59 
omMtS Tactics SI7 



BllCompS $21 


ADSO ADVENTURES 
ragonMolnDIaAdv S25 
vilTIde S8 

yeioEye S11 

ales Firestorm Peak S17 
ighl of the Shark $8 

BturnloTomO HorrorsS25 
od of Seven Pans $27 
ea of Blood SI 2 

AD8D BIRTHRIGHT 


AD&D DARK SUN 
City by Sill Sea S20 
Dark Sun Cmpgn $25 
Deliieis & Preserveis St4 
OragonKings $17 

Mind Lords Last Sea SI7 
PsionicAniiacis S17 
Thri-kreen of Allias $13 
AD&D FORGOTTEN REALMS 
City of Splendors $20 
Drowol Underdark $13 
Elmlnster Ecology $20 
Elves of EvermccI $13 
Faiths & Avatars $18 
Four from Cormyr $17 
Forgotten Realms CpgnS25 
Heroes Loiebook $17 
Netlieril Empire Magic $23 
Powers & Pantheons $21 
PrayrsIromFarihlul $17 
UndermtnTniogyS $6 
Vilhon Reach $14 

Warrior & Priest ol RlmSlS 
Waietdeep $7 

WIzrd & Rogue ol Rim $13 
AD&D PUNESCAPE 
Campaign Setting $23 
Guide Astral Plane $13 
Hetlbound $21 

Ptanewalkei s HandbookSi? 

ADSD RAVENLOFT 
Domains Ol Dread $25 
Forged ol Darkness $11 
Howls In the Night $S 
Nightmare Lands $17 
Ravenloll Cmpgn Set $25 
Repulem: Grim Harvest $25 


ARS MAGICA 

Ars Uagica 4ih Ed $26 

Black Death $tt 

Shaman $1D 

WiTardsGrimoIre $15 

DICE CELESTIAL 
Mars Set $5 

Mercury Set $5 

Pluto Set $5 

Terra Set $5 

Uranus $5 

Venus Sei $5 

DICE POLY MEGATUBES 
Opaque Set $3 

PeariesceniSei SS 

Transparent Set S5 

Twinkle Set S6 

ORAGONLANCE FIFTH AGE 
DragonlanceSihAge $21 

Heroes at Dellance $17 

Heroes ol Steel $15 


St Towe 


S17 


EARTHDAWN 
Barsalve Campaign $21 

Earthdawn $25 

Gamemasteis Pack $11 

Magic $15 

PreludetoWar $13 

Survival Guide $16 

PENDRAGON 

Und of Grams $18 

Pagan Shares $14 

Pendragon 4lh Ed. $19 
WARHAMMER FANTASY 
Dying ol Light $12 

Realms ol Sorcery $15 

WarhammerFanMsy $19 


CALLOFCTHULHU 
Arkham Unveiled $16 

Call ol Cihulhu $18 

Coming Full Circle $12 

Cihulhu Live $15 

End ol the World $14 

The Golden Dawn $13 

UiailrAsfel $18 

CHANGELING 

Autumn People S11 

Changeling $21 

Changeling Screen $15 

Kilhbopti: Trolls $11 

Player'sGulde $19 

MAGE 

BookolMadness $13 

Celestial Chorus $10 

Mage 2nd Ed. $21 

Mage Tarot Deck $21 

VAMPIRE 

Book ol Nod $8 

Chicago Chronicles 3 $17 
Clan Books EA SIO 


CONSPIRACY X 
Aegrs Handbook $17 

Atlanlis Rising $14 

Black Book $14 

Conspiracy X S2G 

Cryplozoology $15 

Devil in Deep Blue Sea $7 
Forsaken Rites $14 

GU Screen $13 

Homecoming $14 

Nemesis $14 

CYBERPUNK 2020 
Slackhand’s SI Weapons $7 
Bonin Horse S7 

Chromebook4 $9 

Cdtp Book 2 S9 

CorpReprl 2020 3 $9 

Cyberpunk 2020 


HEAVY GEAR 

Character CompendiumS20 
Desert Map Pack $3 

Freld Guide North 2 513 

GM Starter Kit $25 


■n up Pr 


Id $9 


Dice 


$5 


Play Guide Sabbal $13 
TheDarkAgss $24 
Vampire 2nd Ed. $24 
Vampire Player Guide $19 
WEREWOLF 

AxisMundiBkSpirils $15 
Baslel $15 

Chronicle Black Labyr $10 


Freak Legions $12 
Nuwlsha $10 
Players Guide $15 
Worewoll 


Night City Sourcebook $15 
Streellighting $10 

FADING SUNS 
Byranilum Secundus SIS 
Fading Suns $22 

Forbidden Lore $13 

GM Screen $10 

GURPS 

Auloduel $15 

Compendium $18 

Fantasy2ndEd. $15 

Fantasy GM Pack $8 

GURPS Compendium II $18 
GURPS Rulebaok $20 

Goblins 
Robots 
Vehicles 
Warehouse 23 


SIS 

$14 



STAR WARS 

Ailiahce IntRepil $13 
Clas$icAdv4 $17 

Creatures ol Galaxy $13 
Deainsiar Companion $13 
Heros & Rogues $16 
Imperial EnlanglemenlsS13 
Impenai Sourcebook $19 


niAdv 


$13 


Live Action GM lot 
Live-Aclion Adv $15 
Plane! Colleclion $21 
StarWars Revised $23 
TRAVELLER 

Aliens Archives $16 
Central Supply Catalog $18 
First Survey $18 

Milieu 0: Third lmpriumSl8 
Starships $16 

Traveller $24 


Batlletech 
Or Who 
Illuminati 
MTG 501 Ed 
MTG Mirage 
MTG Visions 
Middle Earth Wirard 
Monty Pylhon HolyGR ca 
Mythos Boosters 
Nelrunner 
Star Trek 

Star Trek Next Gen 


ADVENTURE 

SOmSAirbalS $28 

Angel Cop $8 

Battle Arena Toshlnden $16 
BurnUpW S17 

Dagger olKamui $35 

Devil Hunter Yokho $25 

Samurai Showdown S1E 

FANTASY 

3x3 Eyes PeHct Collctn $16 
Babel 2 Perl Collcln $16 

Dragon Half $25 

Girl From Phantasla $25 

LodossWar $16 

Luna Varga $25 

Princess Minerva $25 

Slayers SIS 


Akira Letleiboxed $24 
Arcadia ol My Youth $35 
Black Magic M-66 $12 


X-Flles 


Blue Sr 


$21 


Bubbigum Crisis 
CyberCityOedo $16 

Deluxe Ariel $26 

Dominion Tnk Police $16 

Evangelion $21 

Galaxy FrauleinYuna $25 

Ghost In the Shell $16 

Gram Robo 

Power Dolls 
Roboiech II: Sentinais ! 

SuperAtragon ! 


$16 

524 


Visa, MC and Discover accepled. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH, ODD $0. Price, availability, oiler subicet to change at any time. Hardware 

orders may reguire additional shipping and handling charges. Defectives replaced with same prcduct. All sales llnal. Call for details 

Shipping and handling charges calculated on a per order, per shipment, and per item basis. The 'per order" charge is charged once per order placed and the ‘per item" charge Is 
charged once lor each Item ordered and the "per shipment' charge is charged once for each shipment we make lo vou. 

u. 5 Mail 
7-10 0 »vi 

Per Order $1.00 

ParSnipmerrl SI. 25 

Pet Hem » 75 

2 0u 

».OQ $2 1» 

51.00 53 00 

51 00 51 00 

52 M 
57.00 
52 00 

Mall To 
Canada 
HDays 

52.00 

won 

Mail To 
TheWodd 

52.00 

56 00 

Each Unilid Stales order will include a 6-montn subscrionon to Comouier Games SUaieov Pius Mauazine. tor whicn S6.0D ol me order cost vnll be allocated in henin with the Fe 

ruarv 1997 Issue or later iss 

IS deoendino uoon 

avaiiabi 

maoaaine 

luantities. 



















WWW. 



CD ROM 


-.com 


'Pentium 1 33 MHz 
' 1 6M RAM 
' 1 .6 Gigabyte HD 
•8x CD ROM Drive 
'33.6 Modem 

monitor sold separately 


Call us now 
FOR A FREE catalog! 




1 * 800 « 864*8334 






Board Games 

CHIPS&BITSinc. 


Visit our NEW 
Online Catalog! 

I WWW. cdmag.com/chips.html I 




800 - 699-4263 

P0B234 Dept 10867 Rochester, VT 05767 
Fax 802-767-3382 Int’l 802-767-3033 

Orders/Questions: cbi8ales@sover.net Customer Service: cbiserv@sover.nel 


‘WE THE PEOPLE' You lead the fledgling forces of Ihc 
Continental Army, playing your strategy cards to move 
your troops or gain political conlrol over the colonies, 
wliBe your opponent deploys the British lofces. $29 



‘CENTRAL 

AMERICA' 

Conventional and 
guerrilla warfare 
are combined in a 
fluid interactive 
game based on 
superpowers 

-CENTRAL” 

yiMERICjN. 

TMUaUcdSUItf 

^ Baikitfe wu m 

region, that 

encapsulates Die 
dements of mod- 
em land and air 
combeti. $16 


Where Ihe United 
.... : Star League once 

' ■ reigned, 5 succes- 

V ’ ' sor stales now bal- 
•' h v. tie tor control fight- 




reigned, 5 succes- 
sor stales now bat- 
tle for control fight- 
ing over water, 
machines & spate 
parts factories. 
Control of these ele- 
menls wil lead to 
final viclory and the 
domination of 
space. $19 


'S?-" 1&-' 



' 'ACROSS FIVE 

APRILS' Is actualy 
. five war-games in 

1 a-..' “*• the 

bailies of 
1st 6(1 Rin, Pea 
Ridge. Shioh, 
I ' Gettysburg and 
■ Benlonvie. Each 

• baffle has is (wn 

map and playing 
pieces, but al 5 use 
\ Ihe same set ol 

BasicRules. $23 


'RAIL BARON' 
Start with 
$ 20,000 and a 
train. Make 
money trips from 
city to dty. See- 
saw until Ihe last 
baron is bank- 
rupt or has 
enough money 
to win. You ^ 
living in Ihe hay- 
day ol Ihe loco- 
motive. $19 


ADVANCED CIVI- 
LIZATIDN' retains 
tho essential ele- 
ments of civiliza- 
tion, and can be 
learned quickly. The 
additional cards 
ensure a greater 
diversity ol cul- 
tures, while Ihe new 
Calam-ities make the 
game even more 
challenging. $25 




'AIR BARON' Ttks 
business sinileav 
game lets you butt 
the biggest, most 
profiffllife airine in 
North America. 
Complete tor cm- 
Irol ol the 58 
busiest airport mar- 
ked iilheU.Sard 
16 ol the major for- 
eign mark^ as 


I Vi 1,7- — 1 ....-,' unnuuii uibc 

A/'-^r^xT ■' *2- 

_|_yl'V^vJV.JlN 2 contains new dico 


mi. 


a , cwirains new oico 

^ to ticsh out your 

i| Dragon Dice 

' forces, all awe- 

some Firewalkers 
and Monsters ol 
^ stunning mottled 

L-' red and blue. You 

need Ihe bade set 
'*■' In ortler to play 
._a^' with this acces- 



‘EMPIRES IN 
ARMS' Is a 
game covering 
the major ele- 
ments of diplo- 
macy and war- 
fare during the 
Napoleonic 
Wars ol 1805- 
fSIS. You are 
the absolute 
monarch ol a 
major European 
power. $27 


BOARDGAMES ■ BOARDGAMES 


FANTASY 

Ctiallenge Lion Lord $25 
Dark Blades $25 
Dragon Dree $9 
Dragon Lords $29 
Dtagondiint $t9 
Hobbit Adventure $29 
King Arthur Knights $30 
Magic Realm 


BOARDGAMES ■ BOARDGAMES ■ BOARDGAMES ■ BOARDGAMES 


tnrbal $32 

geot Jerusalem $27 
MERICAN REVOLUTION 
e Me Ubeny $22 
tels & Redcoats 1 $25 
)els&Redcoais2 $25 




or I8t2 


$22 


$28 
$23 

Warhammer Fantasy $50 

Warhammer Quest $50 

Wizards Quest SI7 

LEISURETFAMILY 
Assassin $15 

Circus Maximus $11 


Go 


$22 


inewall Jackson Way $27 
inewall In Valley $29 

ee Days Gettysburg $49 
r lor the union $29 

rol Ihe Rebellion $28 


Grand Prix $19 

Knrghtmare Chess $13 

Lunch Money $15 

Manhattan $25 

Modern Art $25 

Pain Doctor $25 

PowerLunch $13 

Rats $24 

flobo Rally $33 

RoborlyArmd i Dngrs $25 
Settlers of Calan $30 

Sherlock Holmes $20 

Sherlock Holmes Crd $16 

Space Chess 30 $35 

Spices of the World $18 

TV Wats $9 

Tycoon 815 

Wadlet $50 

Win Place & Show $17 


2nd Fleet 




$38 


L Armee du Noid $29 
LaBalaMnlStJnOti $62 
La Bata deOuatieBras $31 
LaBatadeWavre $22 
Napoieaon at Leipzig $30 
Napoleon's Battles 2 $14 
Napoleon's First Battle $24 
Napoleon's Last Bailie $25 
The Emperor Returns $28 
Valmy to Waterloo $30 
VlclotyalWaledco $21 
War & Peace $21 


RAILROAD 


$24 
$27 

Across the Suez $13 

Aegean Strike $19 

Crisis Korea 1995 $29 

Firepower $23 

Flashpoint: Golan $29 

Flight Leader $21 

Harpoon Box Set $41 

Hornet Leader $25 

Main Battle Tank $24 

Mid-East Peace $16 

NATO $13 

Speed ot Heat $36 

TacAIr $19 

NAPOLEONIC 

Battle Dresdan 1813 $26 

Battles olWaieiloo $33 

Eagle Empire Borodino $29 
Emperors ol Europe $33 

Empires al War S2I 

Empires in Arms $27 

Reid Command $30 


1856 


$37 


AdvancdTrckTellurid $21 
Damptross $45 

Empire Builder $25 
Euioralls $25 

Freighl Train $17 

Great Western Railway $35 




Rocky Mnin Rails $13 

Sllverton $32 

Siieetcar $25 

Tracks to Tellunde $42 

Tracks to Titicaca $42 

Uncle Hapys Train Gm $13 
SCIENCE FICTION 


2036 


$34 
$19 
$19 

Baltlelech 4lh Ed. $19 

CarWaisOeluxe $21 

Citylech $25 

Federation 5 Empre Dlx$3B 
Gateway to the Stars $22 

Hacker2 $16 

InlersieilarWais $19 

Kill Zone $21 

Merchant o( Venus $25 

More Cosmic Encniis $26 

Necromunda $44 

Ogre Miniatures St3 

Space Hulk $50 

Space Marine $50 

Star Fleet Battles $25 

StarTrk1stContclBorgSI3 
StarTrklat Center Fed $t3 

Warhammer 40K $50 


STRATEGY 

Advanced Civilization $25 
Age ol Renaissance $42 
Air Baron $27 
Biackpeard $27 


Civil izai 


$20 


Feudal $18 

History ot Ihe World $27 

Lords at Sierra Madre $34 

Machlovelll $29 

Material World $32 

Mine! $20 

New World $17 

Republic ot Rome $29 

Stocks 8 Bonds $19 

The New Acquire $25 

Tournament Terrace $29 

We the People $29 

VIETNAM/KOREA 
Battles Forgotien War $36 

Platoon $15 

Rolling Thunder $22 

Silver Bayoneite $15 

WORLD WAR I 
Aces High $24 

Fight For Skies S21 

Great War at Seal $32 

Knights ol the Air $19 

Landships $27 

Rlchtoten's War $19 

Salvo 2 $21 

Wings S30 

WorldWarOne $11 


WORLD WAR II 
12 O'clock High $23 
1944 Second Front $29 
ASL Mod Beyond Valor $33 
ASL Mod Code 8uShidoS29 
ASL Mod Gung Ho $36 
ASL Mod Hedgerow HeiiSi5 
ASL Mod Jaikosota SIC 
ASL Mod Kmpigp Ppt 2S27 
ASL Mod Last Hurrah $14 
ASL Mod LeaUismeck $9 
ASL ModMrch laOblivS29 
ASL Mod Paratrooper $15 
ASLMod Pallsan $15 
ASL Mod Pegsus BrdgeS24 
ASL Mod Yanks $27 
ASL Solo Rules $29 
Advanced Squad Ldr $38 
Advanced Third Reich $36 
AlrlkaKotps $16 

Air Bridge to Victory $17 
Alt Force $19 

Arctic Storm $19 

Avalanche: Invsn lily $27 
Axis & Allies $33 

Alls i Allies Cntrl Pwi$$30 
Axis & Allies Max Adv $10 
Axis & Allies Mid Esi $16 
Axis & Ally WW2 Exp 3 $37 
B-17 


WORLD WAR II 


Britain : 


$23 

Campaign to Stalingrd $29 
Carrier $27 

D-Day $16 

Days ol Decision 2 $42 

Decision In France S15 

Desert Fox Deluxe S3D 

Eastern Front 2nd Ed S49 

Emoire ol Rising Sun $4i 
Enemy al the Gates $39 




e East 


Flat Too $29 

France 1944 $12 

GD 40 Battle Slonne $30 
Guadalcanal $27 

Hells Highvray $15 

Hrller'sWar $15 

Invasion Norway $30 

Krtegl $32 

Krreg! Expansion $9 


$18 

$16 


longest Day 
Mam Battle Area 
MeP front 
Midway 
Mustangs 
Naval Wat 
Operation Mercury 
Over the Reich 
Pacific War 
Patton's Best 
Piercing the Reich 
Prelude to Disaster 
Raid on SL Nazaire 
Red Patachules 


$22 


WORLD WAR II 
Red Steel $32 

Rise of Lultwalle $19 
Rommel in the Desert $27 
Run Silent, Run Deep $24 
Scratch One FlalTop $22 
Seven Seas (oVicloiy $21 
Sink the Bismarck $23 
Squad Leader $23 
Storm Dvr Arnhem Foli $12 
Third Reich $19 

Turning Pt Stalingrad $19 
Victory in Europe $14 
Victory in Normandy $11 
Volga Front $17 

1,W72 Pacilic Theatre $33 


Wat at 


a 2 Kit 


$13 


West Front $44 

World In Flames Dlx $90 
GENERAL WAR 
Air Superiority $9 

Alamo $15 

SatllcolAlma $26 

Blood i Iron $25 

British Empire $30 

Geronimo $32 

High Ground $22 

Koiin Fred'k Defeat $34 

Lion ot Ihe North $29 

Quebec 1759 $22 

Roarks Drill $27 

Russia Al War $25 

Texas Revolution $18 

The '45 $25 

The Kings War $30 

Thirty Years War Quad $27 
Zorndorl $36 


Visa, MC and Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Price, availability, oiler subieci la change al any time. Hardware 
orders may require additional shlpging and handling charges. Oeleciives replaced with same producL All sales tinal. Call lor oeiails. 
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SI 00 
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i 

S7 00 

Mail To Mail To 

Canada The Work! 
i'/Piys ZUIOaxs 
$2^ S2 00 

SPM MM 

Shipping and handling charges caicuiaied on a per order, per shipmeni. and per Item basis. The ‘per order' charge Is charged once pet order placed and Ihe 'per item' charge is 
charged once for each item ordered and Ihe 'per shipment' charge Is charged once lor each shipment we make to you. 

SI 00 
Sion 
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"A bVilliarft design...! just can't stop playing 

■Johnny Wilson, Computer Gaming World- 

"One iSf the best renditions of a battlefield 
ever seen in a PC game!" 

-Phil The, Computer Games Strategy Plus- 

"One of the best wargame series we've see 
in yedrs!" ,, 

r^omputer & Net Player- 

''No Civil War fan will bg disappointed!" 

-william Trotter, PC Gamer- « . 


STAMP OF 
APPROVAL 


Includes the battles 
of 1st Manassas and 
2nd Manassas! 




)o Moscow? 


Diabolical 
Carnivores 
f Free Time"' 


j J / j . I ^ j y . . 

BATTLEGROUND 6 

TalonSoft’s award winning Battleground® series returns to the era 
of Napoleon and the titanic clash with General Kutuzov and his 
glorious Russian Army of the Czar at Borodino, September 7, 1812. 
Can you push the Old Guard forward and march on Moscow? 

CIRCLE READER SERVICE #277 

www.talonsoft.com Orders only 1-800-211-6504 

© Copyright 1995,1996,1997 TalonSoft Inc. P.O. Box 632 Forest Hill, MO 21050 (410) 933-9191 


via modem 


CHIPS & BITS iNr 800 - 699-4263 

will! W I W InUl PQB 234 DEPT IDBfiB ROnHESTER. I 


Shop our Online Catalog at www.cdmag.com/Ghlps.html 


POB 234 DEPT 10868 ROCHESTER, VT 05767 
INT'L 802-767-3033 FAX 802-767-3382 

Otders/QuesUons: cbisales@sover.net Customer Service: cbiserv@sover 



SOFTWARE 

CLEARANCE! 



RETURN OF THE PHANTOM 

You corilrol the actions of Raoul Montand, a Paris 
detective who begins his adventure in 1993 and myste- 
rkxisiy falls into the vwjrld of 1881. Raoul must rescue 
his girlfriend, Christine, by gaining entrance to (he 
Ph^tom's lair, avoiding traps and soMng puzzles. $16 


JUTLANO 

It is 1914, the beginning of Woild War 1. Majestic steam- 
powered ships plow through the rough waters of the 
Atlantic, defending their homelands and projecting their 
strength. Command a fearsome dreadnought and fight 
for control of the North and South AUantic. $19 


MASTER OF ORION 

This is a fascinating game of space exploration, 
combat and strategy set in the distant future, using 
resources and technology that involve detailed inter- 
action with alien races - each with distinct character- 
istics and idiosyncratic leaders. $19 


Insane Closeout Reductions! 


IBM ACTION H IBM ARCADE ■ IE BACKISSUES ■ IBM SIMULATION ■ IBM STRATEGY ■ IBMWARGAMES 


Backlash S10 

Captain Quazar W9S S19 

Casll3Wolf3DM0 2 S6 

CybarMage $15 

Duke Zonal SI9 

Fade to Black $t5 

Magic Carpel Gold S15 

Operation Carnage S10 

Quake Shareware $10 

Spectre VR S3 

TekWar S18 

Total Ruin II S10 


IBM ADVENTURE 


7th Gst 2:t1lh Hour Demo 
Alone in the Dark 



Journeyman Pro)ecl 2 
KniQhlsXenlNRiaUG 



Star Trek 251hAnniv 
Star Trek Judgment Rts 



Woll Hunt Be Hunled 


S4 

$12 

$15 

$12 

$9 

St6 

$9 

$9 

$14 

$19 

$12 

%7 

SIS 

$9 

$16 

$15 

$16 

$19 

$16 

$17 

$15 

$16 

$19 

$10 

$16 

$9 

$12 

$14 

$19 

$6 

$19 

$12 


IBM ARCADE 


5lh Dimension $14 

Airborne Ranger S3 

Astro Rock $19 

Beavs Bithd LttI Thgs $19 

Bvs & Btthd Cllg Drks $19 

BvsSBltlidWnrTakes $19 

Creepers $9 

Drug Wars $16 

Gorg $9 

HellCops $19 

Lode Runner $14 

Metals Lace NRieUG $5 

Microcosm $9 

I Roto* $6 


Royal Flush Pinbll $19 

SInkorSwim $16 

Sleepwalker $9 

Tlie*der2W95 $19 

Total Pinball 3D $19 

Vaxine $6 

Wild Sirools $6 

Zoop $19 


IBM BUNDLES 


20 Wargamo Classics 
Ecsiatica Bundle 
Five FiTonPkl 
Five FlTon Pk2 
Jel Pack 

Might & Magic Trilogy 
Mystery Collection 
Pnzf Gen Strl Gd Bndi 
Populous 2rPwrmongr 
PowerHits Batlllch 
Prince Persia Colled 
Star Conlrol Collctn 
Take Ten 
Treasures Pack 
Turning Point 


IBM EDUCATIONAL 


Amazing Learn Games $12 

Drawing Discoveries $16 

DynO'QjosI $9 

EagerToLearn $12 

EcoQjosI $9 

Quarky Ouaysoo Turbo $9 

Sierra Schl Hse Englsh $12 

Sierra Schl Hse Math $12 

Sierra Schl Hse Science $12 

SuperSolv Outnumbered $9 

Universe Viigil Reality $14 

Word Attack Plus Span $9 


IBM HARDWARE 


EZ Sound $6 

Gravis PC Game Pad $19 

Lablac CS150 Spkrs $9 

NovastickMax $12 

PC Symphony $19 

Sound Source $3 


IE BACKISSUES 


I.E. Episode to $9 

I.E, Episode 1 1 $9 

I.E. Episode 12 $9 

I.E. Eplsorlo 13 $9 

I.E. Episode 14 $9 

I.E. Episode 15 $9 

I.E. Episode 16 $9 

I.E. Episode 17 $9 

I.E. Episode 18 S9 

I.E. Episode 19 $9 

I.E. Episode 2 $9 

I.E. Episode 20 $9 

I.E. Episode 21 S9 

I.E. Episode 22 $9 


I.E. Episode 3 
I.E. Episode 4 
I.E. Episode 5 
I.E. Episodes 
I.E. Episode? 
I.E. Episodes 
I.E. Episode 9 


IBM REFERENCE 


ESPN Inter Soccer $19 

Everywhere USA Gde $6 

Flying Watbirds $19 

Getting Into College $12 

Let's Draw Caricature $12 

NFL Yearbook $12 

Personal Trainer SAT $9 

World Allas $6 


IBM ROLE-PLAYING 


Alien Legacy $19 

Champions ol kryrn $16 

Curse ol Azure Bonds $16 

CyberJudas $12 

Dark Queen of Krynn $19 

DarkSun2 $19 

Dark Sun Online W95 $15 

DBathKeepW95 $16 

Death Knights Krynn $15 

Olsciplesot Steel $13 

KnighlsXentNRiaUG $5 

Mights Magic 3 $15 

Pools ol Darkness $19 

Ravrlll2 Sin Prop $19 

Shadow Sorceror S9 

Star Trek TNG Demo $3 

Tales Magic Prop Shad $9 

Thjndeiscape $19 

Ultima? Series $15 

Ultima 6 Pagan $15 

Ultima Underworld 2 $9 

Ullima Undrwid 1 & 2 $15 

Unlimiied Advehtutss S19 


IBM SIMULATION 


Aces oithe Deep $14 

AIrCmbIPaclic 1942 $16 

Airpower $19 

Assignment Miami $9 

CyberRace SB 

Dawn Palrol $12 

Delta V $9 

Evasive Action $12 

Falcon 3 SD1 Fght Tgr $12 

Falcon 3 SD2 Mig 29 $9 

Falcon 3.Q $16 

FighlerWing $19 

Flight Sim ToolKil $16 

Flight Unlimited $19 

Fly the Grand Canyon $9 

Great Nav Ball Scene $9 

Great Naval Bailies 3 $19 

Grey Wolf $19 

Gurship $9 





Star Crusader MO $16 



Wipe Out $19 

Wolf Pack $15 

WorldCircuil $16 


IBM SPORTS 


APBA Sideline Sports $19 

Avalanche Iniracllvo S9 

Blood Bowl $19 

ESPN Sports Shorts $9 

Hardball 3 Play Disk $6 

Inteinall Sports Chal S6 

JackNicklaus S3 

JackNicklausClipArl S3 

Jack Nicklaus SE Cl $3 

Jack Nicklaus SE C2 S3 

Jack Nicklaus Tour Col $19 

Jordan in Flight $13 

Links Pro 11 Oevilsisl $19 

Links Pro 13 Troon N $19 

Links Pro 15 Pelcn Hill $19 

Unks Pro 16 Val Halla $19 

Links Pro 386 Goll $16 

Unks Pro $19 

Live Aclion FB S9 

Microleage Personal Golf $9 

NBAal50 $19 

NFL Coaches Club $9 

NFL Video Foolball $9 

NHL Power Play 96 W95 $19 

PowerHils Sports $6 

Pro Foolball Analyst $6 

Serious Soccer $9 

Sideline Sports $9 

Sport Accolade Gri 2 $9 

Sporting Triangle $3 

Tie Break Tennis $6 

Tom Landry FB $9 

Tony LaRsa B82 TD 93 $3 

Tony LaRussa BB S3 

Unrecess Roughnss 95 $12 

Unnecessary Roughness $9 

WofldHockey95 $12 


IBM SCREEN SAVERS 


ScreenToyz Lainna $9 

ScreenToyz Stitch $9 

ScreenToyz TNT Tad $9 


Battles ol Destiny $12 

Commend HO $18 

Conquer $9 

Conquered King SOI $9 

Conquered Kingdoms $19 

Detroit $15 

Empire Dl> Mstr Ed $19 

Empire Dl* Scenario 1 $6 

Grandest Fleet S14 

Jagged Alliance $19 

Jutland $19 

Koslian Conspiracy S9 

Machiavelli Iba Prince $19 

MasIorofOiion $19 

Pertect General $12 

Pirates Gold $19 

Rules ol Engagement $12 

Sabre Team $13 

Serf City $10 

Settlers 2 Missions $12 

SimCity2000SD1 $12 

Star Legions $9 

Syndicate Plus $15 

Theme Paik $15 

Unnatural Selection $19 

Warcraft 2 70 Levels $19 

Warcrall 2 Maps $19 

Warlords $9 

Warlords2 $19 

X-Com UFO Defense $19 


IBM TRADITIONAL 


30 II $6 

Arcado Aclion Kit $12 

Bridge Olympiad $16 

CD Romi* 2 Prime $6 

Casino Gambler Kit $9 

Chossmastr Online W95 $15 

DinosaurW95 $19 

Dr Thorp's Mini BIkJk $6 

Elements $9 

GamoPack 2 $9 

On Target $6 

Oiigamo $14 

Paparazzi St9 

Pool Master $12 

Power Poker $15 

Pro! Zany Giveaways $6 

Prol Zanys Jokes $6 

Puzzle Gallery l $6 

PuzzlsolTribyleW95 $19 

Pysl $15 

SNL 20th Anniversary $9 

Solitaires Journey $16 

TV Guide Crossword $12 

Take Your Best ShotCD $14 

UlllmaTrivia $16 

Ullimate Family Games $19 

Unicorn W95 $19 

Universal Neverlock $19 

Vegas Games 95 W95 $19 

Video Game Solui 2 $9 

Vin Reality Studio 2 $6 

Virtual Snooker $19 

Virtual Vegas $13 

You Don't Jck Qsl Pek $20 


Aegis $19 

Banzai $9 

Salt Napoleon SD6 $9 

Charge Light Brigade $16 

CincPec Midway $19 

DDay Begin ol End $15 

Defend the Alamo $19 

PItih Eskadra $19 

Fifth Fit Seen Modi $19 

Fleet Med $19 

Flight Cmmd 2 MB $19 

Gry GrgsOy's Wr Rssia $10 

Harpoon 2 $19 

Harpoon Classic $19 

Harpoon DS 2 $6 

High Command $19 

Line in the Sand $9 

Panzer General $19 

Panzer General Online $15 

Rebel Chrg Chicamagua $15 

RodSkyMoming $19 

Rommel al El Alamein $19 

Steel Panlhers Cmpgn $15 

Task Force 1942 $16 

Typhoon of Steel $15 

UMS 2 Planet Editor $4 

V Victory Market Grdn $15 

V Viclory Ulah Bch $12 

VViclDry VelkLki $12 

Wargame CS2 SOI $15 

WargamsCS2SDt2 $15 

Wargame CS2SD13 $15 

Wargame CS2 S014 $15 

Wargame CS2 S02 $15 

Wargame CS2 S04 $15 

Wargame CS2 SOS $15 

Wargame CS2 SD7 $15 


IBM HINT BOOKS 


Adventures of Willy Beamish $6 
Alone in the Dark $12 

Blackthrne Official Stral Guido $9 
Champions ol Krynn $9 

Civilization Network $10 

Conquest ol Robin Hood $6 
Curse Azure Bonds $9 

EcoQuesI $6 

Empire Deluxe $9 

Gold Rush $6 

Inca 2 $6 

In Ihe First Degree $16 

Lode Runner $12 

Lords of Rings $9 

ManhunterSan Francisco $5 
Microsoft Golf $9 

Power Monger $9 

Realms of Arkania $16 

Rebel Assault Insiders Guide $12 
RelurnloZork $12 

Secret Silver Blades $9 

Sherlock Holmes Consltng Del. $9 
SimEarth $12 

Sky Realms ol Jorune $9 

StarCrusader $12 

Star ReachrMaslerol Orion $12 
Strike Commander $9 


VIsa.MC: 

nil Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER S200 SAME AS CASH. COD SB. Price, availaliility, oiler subject to change at any lime. Hardware 
require additional shipping and handling charges. Oelectivcs replaced wiili same product. All sales final. Call lor details. 
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ADULTS ONLY -800.273.7910 
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^ $46 . 


'GIRLFRIEND 

Little 

P Secrets! With 

r a 4H ’« your new giri- 

T friend game, you 

can get to talk to 
one of the cutest 
women in the 
world IN PLAIN 
ENGLISH! You get 
to watch her respond like a real woman and lis- 
ten to her whisper sweet nothings into your ear 
with her real human voice. CD $49 

•NIGHTWATCH 
INTERACTIVE III' 
You keep Tiffany 
. Minx, Alex Dane, 

Anna Maile, Steve 
^40 Drake, Felicia, and 

a bevy of the 
hottest cybersex- 
pots under sur- 
veillance while 
they do the nasty in the sexiest nightclub in 
cyberspace.NIghtwatch 3 puts you deep in 
action like never before. CD $46 

'DUKE SCREW' EM' 
Blast your way 
through sex crazed 
corridors as hordes 
of naked demon 
women oppose 
your path to free- 
dom. Locate your 
numerous penis 
guns and other inventory items somewhere in the 
erotic hallways of death, otherwise you're stuck 
v/ilh only your trusty Pimp Slap to defend yourself 
against these evil demonesses. CD $46 

'CRYSTAL FAN- 
TASY’ Venture 
through the cave 
of lust and find 
the secret crys- 
tal. Interact with 
the sexiest 
young jewels of 
the MacOaddy 
harem. Take snapshots of the girls and play 
with them in your own private portfolio. Six 
highly interactive, three dimensional gor- 
geous babes! CD $25 

rt*.-...^ 'JADE PALACE' 
~ Save our beautiful 
/ / T m damsel-in-dis- 

iJ (Jil-'l finding 

V -1 the missing jade s 

and defeating the 
evil wizard. Enjoy 
heart-stopping 
rewards along the 
way. Animated with mind-boggling 3-D envi- 
ronments and hour long professional hardcore 
video specifically filmed, this game will blow 
you away. CO $19 

'VIRTUAL SEX 
SHOOT' Imagine 
being trans- 
ported to a 
mysterious 
island and 
having nearly 
infinite possi- 
bilities as you 
create your own visual fantasy by con- 
trolling cameras that are capturing 

every intense moment of highly 
charged erotic sex. CO $44 





INTERACTIVE 

zose onenlal Sex OdysSSO 


Alleycats $39 

Anal Rom 2 S4Z 

Asians in WonderlatiO $46 

AssTri>ids $40 

Busier Ctierry $45 

Chameieons $29 

Circus $29 

Clu& Calenna $16 

Come Play Wrm Me $39 

Crystal Fantasy $25 

Cy&er Photographer $29 

CyberSirIp Poker $36 

CyberXperlenca $49 

Cyberpeep Cheeridr S2Q 

Diva X Arlans $38 

Diva X Rebecca $36 

Doll House $39 

Dream Machine 2 $49 

Duke Scraw'em $46 

Faniascenes $34 

FanlascenesAnal $39 

Fun House $39 

Gi'llnend Donna $49 

Heidi's House $36 

HollealherZ $25 

Hot Slots $37 

HumpToweis $39 

Interact Seymore Bt 2 S49 
IniimalB Journey $24 

InllmalB Possbils $39 

Island Girl Resort $30 

Japan Interactive $46 

Latex $44 

Love Pyramid $29 

HetEroIipue $22 

Neuiodancer $39 

NightwatchIntS $46 

Onental Fcsl Exposed $39 

Outpost 69 $40 

Pamela Anderson Lee $29 

Pandora's Poker Palace $3$ 
Passion Poker $29 

Penelralion $16 

Pomiiis $24 

Private Investigator $49 

Private Pisr Park 2 $49 

Private Prison $44 

Rodney Rubber Show $39 

Samurai Perverl 2 $64 

Scissors N' Stones $19 

SexCaslle $29 

Sex TV 2 $25 

Sex With Jena $49 

SexiThe Game $49 

ShockThe Game $49 

Space Sirens 2 $29 

Spy Club $2$ 

Strip Fighter $40 

Strip Poker Pro 2 $36 

Strip Tease $24 

Texas Table Dance $24 

Time Warp $45 

Ultra Slots $28 

Ultra Vbcen $49 

VGA 6-Pack $39 

VGA'S Sex $29 

Vampire's Kiss $36 

Venus Playhouse $35 

Virtual Director $39 

Virtual Golden Eye $44 

Virtual Sex 2 $39 

Virtual Sex Shoot $44 

Virtual Valerie 2 $39 

Virtual Veronica $48 

Virtual Victor $42 

Virtual Vixens $24 

Virtually Yours 2 $39 


MOTION 


101 Sex Positions $24 

Adventure Kid $22 

American Blond $24 

Anal Asian 2 $19 

Babes IllusUatd 2 $19 

Bangkok Nights $19 

Best or Vivid $24 

Black Book $34 

Blond Justice 3 $16 

Boideiiine $19 

Cnasey Saves World $29 

Christy In the Wild $14 

Debby Does Danas $29 

Deep Thrt Gils 4Pk $32 

Demon School $22 

Desert Passion $19 

DirlyDebulniePk $44 

DirtyWeslernZ $2$ 

Doors of Passion 2 $19 

Femme Fatale $23 

From Asia With Love $15 

Ghostly Desires $39 

Gins Doin' Gins $19 

Gins on Girls $22 

Hawaii $16 

Heidi's Girls Exposed SIS 

Hidden Obsessions $25 

Hist 01 Blue Movie $16 

Immortal Desire $19 

In Defense ol Savariah $16 

Jarlo Palace $19 

LaGluoGliU $22 

La Blue Qil Seen Svr $25 

MadeInJapan $16 

Max Oomlnln S Felsh $35 

New Machine 6 Pk 2 $44 

Night Stalkers $19 

Onental Action $19 

Onenlal Dpnes $17 

Onenlal Syndrome $22 

Onental X-Press $22 

Peep Show 2 $32 

Pheonix $16 

PnvaieColiecitai) $48 


Racquet Released $12 

RacquellelnWiid $24 

Romsort Six Pack $32 

RomsollSIxPkZ $32 

Romsoll Three Pack $18 


Room lor Reni $32 
Savannah Superstar $24 
SecretGatden2 $19 
Seduction olSuki $19 
Seductions $19 
SeieciaPel2 $34 
Sex in Public Places $16 
Southern Beauties 2 $32 
Southern Belle $29 
Stripper Nurses $25 
Superslr Japan Porn 2 $39 
Sushi Bar Girts S29 
Taming ol Savannah $16 
Tokyo Nightlife $46 
Tokyo Nymphs $14 
Twin Angela 2 $26 
Twin Angels $28 
Ulhmalc Tokyo $29 
Ultra Sex 2 $12 
Up S Down Love $29 
Urotiukldoii $23 
Urolsukidoii Pit Col $48 
Venus 5 $20 
Venus 5 2 $20 
Vice $19 
Virgins Vol 3 $39 
White Wedding $16 
Wicked V/hrspBis $16 
Women Beverly Hiiis $19 


STILLS 


3D Dream Girls SIS 

Adult Image Library $19 

All NighI Long $12 

Amateur Models $22 

Amateur Photo Gallery $6 

Asian Pearls 3 $24 

Bankok Beauties $19 

Beverly HI Call Gtls SIS 

Busty Babes 4 $39 

Celebrity Nudes $28 

Domin-A-Tiix 2 $24 

Elite College Girls 2 $24 

Elite European Model 1 $19 

High Volume Nudes $23 

Japanese Pearls $28 

Latin Lust $29 

Pink Passion $12 

Ropes & Chains $19 

Select a Pot $34 

Tabloid Beauties $19 

Thai Bondage $26 

GAY 

Bacchus Six Pack $4$ 

Bike Bang $20 

Boylrends $20 

Boys Next Door $20 

Boys ol Paris $17 

Cruising Ground $20 

David $20 

Man Paris $32 

Manhuni $18 

Men In Motion $32 

Men In Umlorm $36 

VHS ANIME 

Adveniure Kid $24 

Angel ol Darkness $24 

Dark Y/ariior $2$ 

Demon Beast Invasion $24 

Elven Bride $24 

End Of Summer 2 $24 

F3VOI3 $24 

First loves 2 $25 

La Blue GUI $24 

La Blue Gil Gift Bx $98 
Magical Twilight $24 

New Angel 3 $24 

Rel Rei $29 

Twin Angels Vol 1 $24 

Twin Dolls 2 $27 

Uroisukidoji 3 Bundle $85 


VHS MOTION 


SOOFantasyUne $15 
Aladdin X $26 
Anything Goes $12 
BlzarreWomen $12 
Black Studies $15 
F...and lots ol It $15 
Hamlet $29 
KankyPanky $15 
InhocenceLost $15 
Max the Naughty Dog $22 
NewSabysiller SIS 
Patty Stripper $12 
Passenger 69 2 $26 
Passion $26 
Pink Lagoon SIS 
SexSymbbl $15 
Sex in PuOlc Pices $15 
Virgin Dreams $35 
World EigstGRg Bng2S35 
Young Lust $15 


Buy 2 Adult Titles From the List Below and 
get the One of Equal or Lesser Value FREE! 

Amateur Photo Gallery, Babe Patrol, California Girls, Eruption, 
Hot Dog Girls of Florida, Penetration, Phone Sex, Swingers 
Worldwide, Taste of Erotica Sampler, & Touch Me Feel Me. 
Request must be made al lime ol purchasa. Quantities limited. Otter subject 
to change or cancellation at any time. Effective April 15 - May 30 1997. 


Viu. MC and OiscavEracceplBd. Checks held 4 weeks MONEY ORDERS UNDER $200 SAME AS CASH COO $8. avj.Ljb.;.|y, i 
orders may require additional snipping and tiandling charges. Deleclives replaced with same product. All sales linal. Can loi details. 
Sltippmg and handling charges calculated pn a per order, per shipment, and per item basis. The ‘per oroer' charge Is charged once 
charged once tot each item ordered and the 'per shipment' charge is charged once lor each shipment we make fo you. 

Each United States order vrili include a 6-monih suOscripiion lo Compiiiar Games Sirsiegy Plus Magazine, lot whi^ $6.00 ollheon 


oiler suCiCcl lo change al any lime, liaid.var 
per ptder placed and the "pet item' charge r 


36 allocated, to beam with ihe February 1997 


'FANIASCENES' 
Create countless 
personal visual 
fantasies with five 
of the most beau- 
tiful women in the 
world! Bring yoi-r 
imagination 'o 
life, from hour', of 
interaction with 
these sensual, lustful ladies. You control the 
capabilities in this disc of explicit, passionate 
eroticism. CD $34 



'HOMSOFT 6 PACK' Double Down, Doois of Passion j 
2, Sensuous Girfs in 3D, Massive felons. Touch Me, 

F^l Me and Private Screenings are what you'll get in 
6 CD'S $32 

‘LATEX THE GAME’ 

Find yourself in a 
sprawling retro- 
future city of 
Alphaville-wltti no 
way out Your goal: 
Explore every nook 
and cmnny ol the 
desolate tovm for 
clues that will even- 
tually lead you to ' 
the climax of the i 
game. $44 \ 

‘HEIDI'S HOUSE’ 
is the most stim- 
ulating CD game 
ever played and 
is automatically 
designed to 
change each time 
you play it, offer- 
ing dozens of 
combinations for 
hours of fun. tun, 
fun. CD $36 

'FEMME FATALE 
FOR WINDOWS’ 
Build your dream 
girl with Femme 
Fatalal A hot 
adult jigsaw! 
Features Include, 
a long, tantaliz- 
ing ALL NUDE 
full motion strip-tease video. Also 250 hot 24 
bit images of 62 girls used with included j 
puzzle. Load/save game. BMP, PCX, GIF, TiF, : 
DIB. TGA, WAV audio and more. CD $23 i 

‘BEVERLY 
HILLS CALL 
GIRLS' Pay a 
grand and be a 
mani Meet the 
Beverly Hil! Call 
Girls you could 
never afford. 
This super- 
hybrid disc will blow your mind. You 
caught glimpses of them in the press, now 
reach for your mouse and make them 
come alive. CD $15 



SSU6 or laier issues aeptnping upon available magaane quanwns 



lhisse:^6pack! 



$23 _ 





HALL OF FAME 


w 


elcome to the Cooperstown of computer games. Here you’ll 
find, raised upon pedestals to commemorate their achieve- 


ments, the games that broke the records, established the bench- 
marks, and held gamers in delighted trances for untold hours. 


w 



Harpoon 

360 Pacific, 1989 

' hen miniatures gaming was king, 
there was no game that couid 
quite match the balance of real- 
ism and compeiling game- 
piay-nol to mention complexity-in Harpoon, When Tom Ciancy 
needed the best in declassified navai data for his book The Hunt for Red 
October, he turned to Larry Bond's gaming masterpiece {Clancy and Bond 
later met and used Harpoon to work out all the battles for the best-selling 
novel Red Storm Rising, as well). 

When this epic finally made it to the computer, it was widely hailed by 
gamers to be just as accurate as the tabletop version— with a thorough 
and accessible database to boot. Bond's experience as a retired naval 
officer and NATO wargames referee was reflected in the quality of play, 
which was more intense and involving than anything this side of the 
Naval War College. 

Harpoon was proof that hard-core wargames could still sell in big num- 
bers, and that real-time games could have plenty of depth and still be 
accessible enough to be fun. 

Rumors persist that Larry Bond is considering a Harpoon III design. 
But in the meantime, we recommend that you check out Harpoon 
Classic 97 by Alliance and Interactive Magic, which features an exhaus- 
tive Harpcon package folded into a 





Gunship 

MicroProse, 1989 

I or many years, MicroProse was the undis- 
puted champion of computer simulations, 

‘ and it was games like Gunship that got 
them there. Gunship was designed to be 
an accurate simulation, and the design team didn’t 
skimp on the sim's look and feel. The polygon-filled graphics moved 
quickly, considering that the game debuted on the 8-bil Commodore 64. Sim 
pilots found the distinctive handling capabilities of the Apache a refreshing 
change from the reflex-intensive jet simulations of the day. The game also 
included a useful keyboard overlay that greatly simplified the controls. 

Obviously, newer simulations have passed Gunship by from a graphics 
standpoint, but few of them have modeled more high-tech toys-inertial nav- 
igation systems, anti-torque tail rotors, 30mm chain guns, flare decoys, 
radar jammers, and a treasure trove of rockets and missiles were only some 
of the fun stuff included in Gunship. 

Gunship was the first combat flight sim to offer character continuity 
through a linked series of missions, with such nice touches as R&R for 
fatigued pilots, and the option to pass on hazardous missions by taking sick 
leave. Although Gunship spawned a host of imitators, it’s significant that it 
took seven years to finally surpass it: Andy Hollis (Gunship's co-designer) 
and Arnold Hendrick finally outdid Gunship with last year’s AH64D Longbow. 


welcome Windows 95 interface. ij: . 

SipTF ' - Modern Inductees j 


Alone in the Dark 

Master of Orion 

1 ^ 

(l-Motion, 1992) 

(MicroProse, 1993) 

^Inductees Prior To 1989 

Betrayal at Krondor 

Railroad Tycoon 


(Dynamix, 1993) 

(MicroProse, 1990) 

Bahle Chess (Interplay Productions, 1988) 

Day of the Tentacle 

Red Baron 

Chessmaster (The Software Toolworks, 1986) 

(LucasArts, 1993) 

(Dynamix. 1990) 

Dungeon Master (FTL Software, 1987) 

Doom 

Sid Meier’s Civiuzation 

Earl Weaver Baseball (Electronic Arts, 1986) 

(id Software, 1993) 

(MicroProse, 1991) 

Empire (Interstel, 1978) 

Falcon 3.0 

The Secret of Monkey Island 

F-19 Stealth Fighter (MicroProse, 1988) 

(Spectrum HoloByte, 1991) 

(LucasArts, 1990) 

Gettysburg: The Turning Point (SSI, 1986) 

Front Page Sports Football Pro 

Their Finest Hour 

Kampfgruppe (Strategic Simulations, 1985) 

(Dynamix, 1993) 

(LucasArts, 1989) 

Mech Brigade (Strategic Simulations, 1985) 

Gunship 

Tie Fighter 

Might & Magic (New World Computing, 1986) 

(MicroProse, 1989) 

(LucasArts, 1994) 

M.U.L.E. (Electronic Arts, 1983) 

Harpoon 

Ultima VI 

Pirates (MicroProse, 1987) 

(360 Pacific, 1989) 

(Origin Systems, 1990) 

SimCity (Maxis, 1987) 

King's Quest V 

Ultima Underworld 

Starflight (Electronic Arts. 1986) 

(Sierra On-Line, 1990) 

(Origin Systems, 1992) 

The Bard’s Tale (Electronic Arts, 1985) 

Lemmings 

Wing Commander I & 11 

Ultima III (Origin Systems, 1983) 

(Psygnosis, 1991) 

(Origin Systems, 1990-91) 

Ultima IV (Origin Systems, 1985) 

Links 386 Pro 

Wolfenstein 3-D 

War in Russia (Strategic Simulations, 1984) 

(Access Software, 1992) 

(id Software, 1992) 

Wasteland (Interplay Productions, 1986) 

M-1 Tank Putdon 

X-COM 

Wizardry (Sir-Tech Software, 1981) 

(MicroProse. 1989) 

(MicroProse, 1994) 

ZoRK (Infocom, 1981) 






PATCHES 


◄ 

C omputer game programs have grown so massive, and the 
number of hardware configurations has become so huge, 
that glitches are frustratingly common. Software patches to fix 


I buggy programs have become a necessary evil that we’ll just 
1 have to live with until we reach the golden age of standardized 
I platforms and bug-free programs. New patches are in red. 


A-10 Cuba: Upgrade 1.01 allows you 
to reverse the rudder settings, press 
Enter or Esc without problems, and 
even center your jr^tick. What's more, 
the original AIO Cuba serial numbers 
now work, 

American Civil War VI. 21: 

Many of the speed problems with the 
game on 8MB machines, or Windows 
3.1, or both, are fixed, and the Al is 
also improved. 

Baldies DirectX3 Patch: Rxes lock- 
up and sound problems in Baldies. 
Download the patch from 
WWW. baldies, com, or receive the 
patch on disc tv calling Panasonic 
Interactive Media Technical Support at 
{408)653-1889. 

Battlecruiser 3000 AD Release 

3C: The latest patch-release 3C-in 
this ongoing saga fixes a host of bugs, 
but don't go in with lofty expectations. 

Battleground Antietam: Even cau- 
tious General McClellan would be more 
at ease with this newest battle plan from 
Talonsoft. 

Civilization II V2.42: This prevents 
crashes with auto-settlers, help, and 
Civilopedia screens; in addition to other 
tweaks. If you have V2.41 , the only addi- 
tion is that heralds will nov/ animate if 
you are using 32-bit video for Windows. 

F-22 Lightning Vl.01.00.18: 

This strangely-numbered file adds chat 
mode, additional look views, and more 
native joystick support to Novalogic’s 
Sim. Also, secret missions have been 
unlocked, and VESA compatibility 
issues, static sounds, and high IRQs for 
modems are properly enabled. 

EPS: Baseball '96: It's a season’s 
worth of general manager Al & roster 
management. Take this inside fastball at 
your own risk. 

FPS: Football Pro '97: This con- 
tains the problem with the “Ready- 
Break!” button not staying pushed in, 
blitzes the lack of weather info, and 
adds digitized sound support for AdLib 
and Pro Audio Spectrum cards. 


Heroes of Might & Magic II: 

(DOS and Win 95 Versions) This 
powerful patch spell adds a random 
map generator in the World Editor, fixes 
numerous small bugs, and clears up 
anomalies from the documentation. 

Jagged Alliance Deadly Games: 

Cleans up your mercenary m^hem: no 
more "No Turn Limit'' problems, or rare 
speech crashes, it also includes a fix for 
the final mission of the main campaign 
and mission 34 of infinite campaigns, 
plus all the new turn limit options. 

Lighthouse Patch: The light does 
shine more brightly Palette thrashing is 
fixed, lock-ups in dark domain are ban- 
ished, and the error opening resource 
65535/V56 in submarine cavern is cor- 
rected. The dark side is that you have to 
start the game over. 

Links LS V 1.30: Tee off without 
v/orrying about the ball flight bug, 
sound script bug, or match play bug. 
Use or?// if you have V 1 .0-this patch 
is r?of for the European versioni 

Lords of the Realm 11: Milord, with 
this patched sword, you m^ slay the 
Internet Explorer scourge, without re- 
installing yon Microsoft application, 

MechWarrior Mercenaries V1.05: 

All clans will benefit from this latest 
upgrade from Activision, which repairs 
a number of Mech deficiencies. 

MechWarrior 2 Windows 95: 

From Direct X difficulties to terrible torso 
twists and sinking Mech syndrome, this 
patch corrects a host of errors. 
Regardless of your clan affiliation, don’t 
pilot your Mech without iti 

Leisure Suit Larry 7: Don't put up 
with flatulence lockup! This patch will 
also eliminate saved game problems, 
along with miscellaneous general pro- 
tection faults and illegal operations mes- 
sages, Be warned: it will invalidate exist- 
ing saved games. 

MOO II V 1.2: Just when you 
thought Antares was safe to conquer, 
intelligent aliens arrive bearing this 
patch, which promises many fixes. 


NHL Hockey Win 95 Vl.l: 


^ Publisher Web Sites 

Many patches are available directly from the publishers, 
at the following sites; 

Accolade: wwfw,accolad&com 

Activision: wfww,activision.com 

Apogee/3d Realms; wfww.apogeel.com 

Avalon Hill: www.avalonhill.com 

Bethesda: /wwwbethsoft.com 

Blizzard: wwwblizzard.com 

Bullfrog: wwweacom/bullfrog.html 

Domark: wvw.domark.eom 

EA: www.ea.com 

EA Sports: www.easports.eom 

Epic MegaGames: www.epicgames.com 

id Software: /wwwidsoftv;are.com 

Interactive Magic: www,imagicgames.COm 

Interplay: wwwinterpiay.com 

LucasArts: www.lucasarls,com 

MicroProse/Spectrum HoloByte: www.microprosecom 

Microsoft: wwwmicfOSoft.com 

New World Computing: www.nv.'computing.com 

Ocean; wwwet2000.com 

Origin: wwweacom/origin 

Papyrus: wwvv,sierra.com/papyrus 

Panasonic Interactive Media: wwwpanasonic.com/cooI 

Philips; www.aimla.com/games 

Sierra On-Line: wv/w.Sierra.Com 

Spectrum HoloByte: www,microprose.com 

SSI: www.ssionline,com 

Take 2: wwwlake2games.eom/main.htmi 

Talonsoft: www.talonsoft.com 

Virgin: wvAvviecom 


SENet 


These patches can usually be 
downloaded from online networks 
such as CompuServe and ZDNet, 
from C6M/'s Web site (www. 
computergaming.com), or 
from individual software publish- 
ers' Web sites. 



for Win 95 \«rsions, this has a number 
of fixes and enhancements. Don't try 
modem play unless both you and your 
opponent are patched, or you m^ suf- 
fer a lockup penalty. 

Over the Reich Vl.Ol: Gameplay 
hits a higher ceiling, with several adjust- 
ments to bomber defensive fire, frequen- 
cy of reinforcements, angle of intercep- 
tions, high-G maneuvers, and banking. 

Third Reich VI. 21: Mein Herr, we 
need concern oursel\«s with neither the 
Russian deselect unit bug, nor the 
freeze-up in Win 95. Answer "ja" to any 
prompts to oveiwrita 

Total Mayhem Patch: Improved 
walking in groups, revised map l^uts, 
and a new settings.exe file make for 
more mayhem, less frustration, 
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THE COMPUTER GAMING POLL • a monthly survey of cgw subscribers 


E ach month, 2,000 CGW subscribers are selected at random to rate 100 computer games. The results of that poll are combined with the results of pre- 
vious months to yield a cumulative average for the best plays in gaming. If you receive a ballot, please return it with your ratings so that other gamers 
and game publishers can benefit from your experience. 



Duke Nukem 30 
Tomb Raider 
Crusader: No Remorse 
The Need For Speed SE 
Crusader: No Regret 
Quake 

The Need For Speed 
Descent If 
Syndicate Wars 
Hexen 


3D Realms/Apogee 
Eidos 
EA/Origin 
EA 

EA/Origin 
id Software 
EA 

interplay 

EA/Bulltrog 

Raven/id 


8.57 

8,52 

8.25 

8.19 

8.07 

8.04 

7.65 

7.39 

7.37 

7.23 


\ TOP ADVENTURE GAMES 

1 

Pandora Directive 

Access 

8.41 

2 

Gabriel Knight 2 

Sierra 

8.34 

3 

Larry 7 

Sierra 

8,11 

4 

Lighthouse 

Sierra 

7,84 

5 

Spycraft 

Activision 

7.71 

6 

Full Throttle 

LucasArts 

7.56 

7 

Zork Nemesis 

Activision 

7.35 

8 

Under A Killing Moon 

Access 

7.33 

9 

Star Control 3 

Accolade 

7.26 


Phantasmagoria 

Sierra 

7,20 


TOP CLASSIC/PUZZLE GAMES 


2 

You Don’t Know Jack 
Incredible Toons 

Berkeley Systems 
Sierra 

8.19 

7,27 

3 

Incredible Machine 2 

Sierra 

7.11 

4 

Monopoly 

VirginMestwood 

6.84 

5 

Scrabble 

Hasbro 

6,75 

6 

Risk 

Hasbro 

6.47 

7 

_ 



8 

_ 



9 

_ 




- 




fi 


TOP SIMULATION/SPACE COMBAT GAMES 


FI 

Wing Commander IV 

EA/Origin 

8.54 


Mechwarrior 2 

Activision 

8,31 


AH-64 Longbow 

EA/Origin 

8,18 

4 

EF2000 

Ocean 

7.96 

5 

U.S. Marine Fighters 

EA 

7.91 

6 

Silent Hunter 

SSI 

7.90 

7 

Lightning F-22 

Novalogic 

7,79 

8 

Advanced Tactical Fighters 

EA 

7.69 

5 

U.S. Navy Fighters 

EA 

7,60 

,0 

Flight Unlimited 

Looking Glass 

7.15 


i TOP SPORTS GAMES 

2 

Links LS 

NASCAR 2 

Access 

Sierra 

8.76 

8,71 


Grand Prix 2 

MicroProse 

8.38 


NHL ‘97 

EA Sports 

8,32 


FPS Football Pro ‘97 

Sierra 

8.25 

6 

Triplepiay ‘97 

EA Sports 

7,74 


NASCAR Racing 

Sierra 

7.74 

a 

FPS Football Pro ‘98 

Sierra 

7,72 

9 

NHL Hockey ‘96 

EA Sports 

7.68 

10 

NBA Live ‘96 

EA Spoils 

7.59 


i TOP STRATEGY GAMES 

2 

Red Afert 

WarCraft tl Expansion Disk 

Virgin/Westwood 

Blizzard 

9,06 

9,04 

3 

WarCraft II 

Blizzard 

8.93 

4 

Civilization II 

MicroProse 

8.82 

5 

Heroes of M&M II 

New World Computing 

8.75 

6 

C&C: Covert Operations 

Virgin/Westwood 

8.52 

7 

Command & Conquer 

Virgin/WestvYood 

8.42 

8 

Heroes Of Might & Magic 

New World Computing 

7.99 

9 

Lords Of The Realm II 

Sierra 

7.94 

hS 

Jagged Alliance: Deadly Games 

Sir-Tech 

7,84 


1 

i TOP ROLE-PLAYING GAMES 


Diablo 

Blizzard 

8.80 

2 

Daggerfall 

Bethesda 

7.71 


Anvil Of Dawn 

New World Computing 

7.33 

4 

Stonekeep 

interplay 

6,97 

5 

Albion 

Blue Bi4e 

6.23 

6 

— 



7 

— 



8 

_ 



9 

— 



10 

- 




V TOPWARGAMES 


Steel Panthers Campaign Disk 

SSI 

8.62 


Steel Panthers 

SSI 

8.51 


Panzer General 

SSI 

8.34 

4 

Battleground: Shiloh 

TatonSoft 

8.19 


Battleground: Antielam 

TalonSoft 

8.04 


Battleground: Waterloo 

TaionSoft 

7.83 


Robert E. Lee: Civil War General 

Sierra 

7,73 


Battleground; Gettysburg 

TalonSoft 

7.49 


Third Reich 

Avalon Hiil 

6.73 

10 

Wooden Ships And Iron Men 

Avalon Hill 

6,04 



★ 1 

Red Alert 

Virgin/Westwood 

ST 

9.06 

2 

WarCraft II Expansion Disk 

Blizzard 

ST 

9.04 

3 

WarCraft II 

Blizzard 

ST 

8.93 

4 

Civilization II 

MicroPfose 

ST 

8.82 

★ s 

Diablo 

Blizzard 

RP 

8.80 

★ 8 

Links LS 

Access 

SP 

8.76 

7 

Heroes of M&M II 

New World Computing 

ST 

8.75 

8 

NASCAR 2 

Sierra 

SP 

8.71 

★ 9 

Steel Panthers Campaign Disk 

SSI 

WG 

8.62 

★ id 

Duke Nukem 3D 

30 Realms/Apogee 

AC 

8,57 


Wing Commander IV 

EA/Origin 

SI 

8.54 

12 

CSC: Covert Operations 

Virgin/Westwood 

ST 

8.52 


Tomb Raider 

Eidos 

AC 

8.52 

14 

Steel Panthers 

SSI 

WG 

8.51 

15 

Command S Conquer 

Virgin/Westwood 

ST 

8,42 


Pandora Directive 

Access 

AO 

8.41 

17 

Grand Prix 2 

MicroPfose 

SP 

8.38 

18 

Panzer General 

SSI 

WG 

8,34 


Gabriel Knight 2 

Sierra 

AD 

8.34 

20 

NHL ‘97 

EA Sports 

SP 

8.32 

21 

Mechwarrior 2 

Activision 

SI 

8.31 

22 

FPS Football Pro ‘97 

Sierra 

SP 

8,25 


Crusader: No Remorse 

EA/Origin 

AC 

8.25 

24 

The Need For Speed SE 

EA 

AC 

8.19 


Battleground: Shiloh 

TalonSoft 

WG 

8,19 

'k 

You Don't Know Jack 

Berkeley Systems 

CP 

8.19 

27 

AH-64 Longbow 

EA/Origin 

SI 

8.18 

28 

tarry 7 

Sierra 

AD 

8,11 

29 

Crusader: No Regret 

EA/Origin 

AC 

8.07 

30 

Quake 

id Software 

AC 

8,04 


Battleground; Antietam 

TalonSoft 

WG 

8.04 

32 

Heroes Of Might S Magic 

New World Computing 

ST 

7.99 

33 

EF2000 

Ocean 

SI 

7,96 

34 

Lords Of The Realm II 

Sierra 

ST 

7,94 

35 

U.S. Marine Fighters 

EA 

SI 

7.91 

36 

Silent Hunter 

SSI 

SI 

7.90 

37 

Jagged Alliance: Deadly Games 

Sir-Tech 

ST 

7.84 


Lighthouse 

Sierra 

AD 

7,84 

39 

Battleground; Waterloo 

TalonSoft 

WG 

7.83 

40 

Lightning F-22 

Novalogic 

SI 

7,79 

41 

Jagged Alliance 

Sir-Tech 

ST 

7.75 

42 

Tripleplay ‘97 

EA Sports 

SP 

7.74 


NASCAR Racing 

Sierra 

SP 

7,74 

44 

Warlords II Deluxe 

SS6 

ST 

7.73 


Robert E. Lee; Civil War General 

Sierra 

WG 

7.73 

46 

WarCraft 

Blizzard 

ST 

7,72 


FPS Football Pro '96 

Sierra 

SP 

7.72 

48 

Daggerfall 

Bethesda 

RP 

7,71 


Spycraft 

Activision 

AD 

7.71 

50 

Advanced Tactical Fighters 

EA/Origin 

SI 

7.69 



51 

NHL Hockey ‘96 

EA Sports 

SP 

7,68 

52 

The Need For Speed 

EA 

AC 

7.65 

53 

U.S. Navy Fighters 

EA 

SI 

7,60 

54 

NBA Live ‘96 

EA Sports 

SP 

7.59 

55 

Fantasy General 

SSI 

ST 

7.57 

56 

Full Throttle 

LucasArts 

AO 

7.56 

57 

NBA Live ‘95 

EA Sports 

SP 

7.55 

58 

CivNet 

MicroProse 

ST 

7.53 

59 

PGA Tour Golf 486 

EA Sports 

SP 

7.49 


Battleground: Gettysburg 

TalonSoft 

WG 

7,49 

61 

Madden '97 

EA Sports 

SP 

7,46 

62 

Missionforce Cyberstorm 

Sierra 

ST 

7.45 

63 

FPS Football ‘95 

Sierra 

SP 

7.41 

64 

Descent II 

Interplay 

AC 

7.39 

65 

Syndicate Wars 

EA/Bulifrog 

AC 

7,37 

66 

Tony Larussa 3 ‘96 

Stormfront Studios 

SP 

7.36 

67 

Zork Nemesis 

Activision 

AD 

7.35 

68 

Under A Killing Moon 

Access 

AD 

7,33 


Anvil Of Dawn 

New World Computing 

RP 

7.33 

70 

Sim City CD-ROM 

Maxis 

ST 

7.31 

71 

Incredible Toons 

Sierra 

CP 

7.27 

72 

Star Control 3 

Accolade 

AO 

7.26 

73 

Hexen 

Raven/id 

AC 

7,23 

74 

Magic Carpet 2 

EA/Bullfrog 

AC 

7,22 

75 

Road Rash 

EA 

AC 

7,20 


Phantasmagoria 

Sierra 

AD 

7.20 

77 

Virtual Pool 

Interplay 

SP 

7.19 


NHL Powerplay 

Interplay 

SP 

7.19 

79 

Terra Nova: Strike Force Centauri Looking Glass 

AC 

7.17 

80 

Flight Unlimited 

Looking Glass 

SI 

7,15 

81 

Relentless 

EA 

AD 

7.13 

82 

Destruction Derby 2 

Psygnosis 

AC 

7.12 


Shattered Steel 

Interplay 

SI 

7.12 

84 

Virtue Fighter PC 

Sega 

AC 

7.11 


Incredible Machine 2 

Sierra 

CP 

7,11 

86 

Star Trek; TNG, Final Unity 

Spectrum Holobyte 

AD 

7.08 

87 

System Shock 

EA/Origin 

AC/AD 

7.06 

88 

Caesar II 

Sierra 

ST 

7.04 


Hyper 3D Pinball 

Virgin 

AC 

7.04 


EWJ1&2; Whole Can 0’ Worms 

Playmates 

AC 

7.04 

91 

Legends Of Kyrandia 3 

VirginA/Vestwood 

AD 

7,01 

92 

Hardball 5 

Accolade 

SP 

6.99 

93 

The Dig 

LucasArts 

AD 

6.98 

94 

Stonekeep 

Interplay 

RP 

6.97 

95 

Heretic 

Raven/id 

AC 

6.93 


Aces Of The Deep 

Sierra 

SI 

6.93 

97 

Daytona USA 

Sega 

SP 

6.90 

98 

Hind 

Interactive Magic 

SI 

6,88 

99 

3D Ultra Pinball: Creepnight 

Sierra 

AC 

6,87 

100 

Time Commando 

Activision 

AC 

6.81 


Games on unnumbered lines are tied with game on line above. '^= Top game of type. Red = New Game, AD = Adventure, RP = Role-Playing, SI = Simulation/Space Combat, 
ST = Strategy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzle. Games are retired after two years and become eligible for the Hall of Fame. 



MARTIN CIRULIS 


► 

How To 
Play Games 
Wim Women 



niess you 
are an utter 
“Married 
with 

Children"- 
watching 
goober, 
most com- 
puter gaming guys wouid rather be 
sharing our slightiy geeky hobby 
with our significant others, rather 
than hearing that distant sigh as 
they shuffle off to bed without us. 
Lately, especially after the reminisc- 
ing I did in my 15th Anniversary col- 
umn, I've received a few inquiries 
asking what’s the secret of couples’ 
gaming. Benedict and the boys 
down in the Lab even suggested that 
I devote a whole column to it. 

The absolutely dismal ratio of men 
to women in computer gaming is evi- 
dent by this mag’s demographics- 
or any trip to a gaming convention- 
and it tends to make life difficult for 
those of us who have moved out of 
our parents’ basements and are 
attempting actual adult relationships. 
While some choose to interpret the 
rarity of female gamers as an indica- 
tion that women just don’t enjoy 
games, I tend to think this disparity 
has more to do with the fact that the 
past couple thousand years have not 
exactly encouraged martial skills in 
women. The fact that women aren’t 
much interested in strategic conflict 
probably has more to do with the fact 


that the last successful western mili- 
tary commander of a female persua- 
sion was burned at the stake (a cou- 
ple of revisionists are now trying to 
make us believe she was actually a 
guy with some odd equipment prob- 
lems). rather than a nebulous differ- 
ence in brain structure. Despite the 
endless drivel about women being 
from Venus and men being from 
Mars, and the even more half-baked 

pCC Women 
are just as 
competitive 
and vicious 
as men, 
given the 
chance, yy 

studies showing that “girls want to 
build and boys want to wreck stuff" 
(which frankly seems a little too 
much based on that whole "snails 
and puppy dog tails" theory), I have 
found women to be just as smart, 
competitive, and vicious as men, if 
given half the chance. My 5-year-old 
daughter is a hell of a Diablo player, 
and is great at yelling “Shoot! Shoot!’ 
while i try and play NHL '97. Maybe 
I’ve just surrounded myself with 


“odd" women, but on the other hand, 

I can also find a hell of a lot more 
guys who think games are stupid 
than guys who don’t. I think this 
whole "boys game, girls don’t" ratio- 
nale is a cultural red herring. 

Given that that women don’t get 
much of a chance to indulge the 
"gaming" side of their natures, I think 
couples gaming is less of a "What 
games will a woman play?" issue 
than it is a simple issue of “How to 
introduce computer games to a non- 
gamer." The first thing is to try and 
find some subject that interests the 
light of your life. It doesn’t matter how 
easy Spaceward HO! is— if silly sci- 
ence fiction isn't her thing, then she’s 
not going to have fun, no matter how 
simple it is. If your S.O. is a history 
fan, then you are better off trying 
something like Machiavelu than Risk. 

The current wisdom in getting 
women to game seems to be dump- 
ing them in front of an adventure 
game or role-picying game and say- 
ing "Call me when you’re done," 
because it seems that the adven- 
ture/RPG genre has higher female 
demographics than the rest of the 
industry. Even worse is the assump- 
tion that because you’ve managed to 
dig up a game that has a female pro- 
tagonist, your scheming is done and 
you will have a two-gamer household. 
Here’s a news flash: neither the 
Barbie-voice of Laura Bow nor the 
make-up escapades of 


Phantasmagoria are going to con- 
vince most women that the bells of 
equality are ringing through comput- 
er gaming. Instead of inflicting a self- 
consciously "giriy" game on your 
mate, you should try working your 
way through complex games like the 
Ultimas or the Gabriel Knights togeth- 
er. trading screen control and note- 
taking duties while you argue about 
which characters you can trust. 

If you want to enter the world of 
conflict and mayhem with the light of 
your life, pick a game where both of 
you can pound on the computer play- 
er first. Creeping nervously through 
Quake's gothic halls as a couple, or 
hunting the Al opponents together in 
Heroes of Might and Magic 2, is a 
perfect way of showing what you find 
so cool about computer gaming. 
Blizzard should get some sort of an 
award from the American Marriage 
Association for Diablo. Now you can 
turn to your mate and say, “Holy Cow, 
it's dawn!" instead of just muttering it 
to yourself as you lurch off to bed. 

Once the experience gap has 
closed, you can move into actual 
competition— but that’s secondary to 
just sharing what is so fun about the 
whole thing, and showing her why 
you play these things every night. 

If you can do that, you can look 
forward to increased harmony and a 
household where nothing ever gets 
done because there’s just one more 
discovery to make in NetCiv. % 
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"The Course Designer 
is a landmark!" 

-T. Liam McDonald 

PC Gamer 

"...gives Links LS a 
run for its money." 
Strategy Plus 

"A truly revolutionary 
product. Links finally has 
some stiff competition. A 
Course Designer so easy 
to use, that you'll quickly 
find yourself addicted. 
16.7 million colors with 
one major improvement: 
virtually no redraw wait." 
Computer and 
Net Player 

“...promises to be 
among the greatest 
achievements yet on 
the electronic links.":. 

PC Games 
“...impressive..." 
GOLFWEEK 


le Course De 


, This is the Course Designer that created all 
5 Nicklaus-designed courses in the game! 

,, 

Use the Designer to re-create your favorite 
■ ■ course! Import, modify, and play courses 
from previous Nicklaus games! 
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Challenge golfing legend Jack Nicklaus - 
The Golfer of the Century - on one of his 
own signature courses! 

Play with friends across the room or 
around the world via serial, modem, LAN, 

anH thc> Intprnpti 
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The result: a new bunker 


The Hole View of the new 


Choose from over 100 different types of 
trees, bushes, rocks, and other objects! 


"Is it live or is it.. .7" Our 
Course Designer is so 
true-to-life, it's hard to tell 
the difference! 

This image is of the 3rd 
Green at Country Club of 
the South. The left half of 
the image Is from the 
Course Designer; the right 
half of the image Is an 
actual photo. 






Featuring Colleton River Plantation, 
Country Club of the South, Muirfield Village, 
Cabo del Sol, and Winding Springs. 


The Course Designer 


Input the basic details 
of a course from a real 
scorecard-the "Wizard" 
automatically routes 
each hole. 


Click and drag on its shape 


Choose from a variety 
of templates, or create 
your own shapes. 
Changing terrain is as 
easy as click-and-drag. 
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The Approach 


Shot 


New "Intensity Control '" 
reproduces the dynamics 
that shape the shot. "Club 
up and swing easy" for 
control or a low trajectory; 
"swing hard" when you 
want spin and distance. 


Multiplayer play is fully 
supported, including 
recorded rounds, shared 
keyboard, serial, modem, 
LAN and Internet play. 


Weather can 
change in the 
middle of the 
round, and 
natural wind 
variations and 
every possible 
turf condition 
add to the 
challenge! 


Call 1-800-24S-7744 
to order direct 


Green 


The fastest 
screen 

redraw times 
on the PC 
allow the 
camera to 
automatically 
switch to the 
landing in 
full-screen, 
from varying 
viewpoints! 


Our new 
approach 
makes putting 
more realistic. 
Mow lines on 
the green help 
you read the 
contour. 


Pop-up 
displays are 
optional- 
leave them 
off for the 
purest 
golfing 
experience. 


Every shot flies, bounces, 
and rolls true to the 
game, with the best 
ball physics model in 
existence. Courses are 
accurate to within 6 
inches! 


Look for the Jack Nicklaus 4 
playable demos in select 
magazines, online at 
http://www.Qccolade.com 
or at your local retailer. 

For hints and tips on Accolade products, 
call Accolade Direct l~900-454-HINT. 
$0.99/minute. If you are under 18, 
please get your parents' permission 
before making this call. 


For enhanced gameplay, this optional 
grid floats down and drapes itself 
over the green, clearly showing all 
high and low spots. 
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